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| owned an Acorn Electron as a kid. It wasn't the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 





For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Twin 
Kingdom Valley whisked me through the screen, and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I'm therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2018 
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parser and made a lot of fundamental [narrative] decisions. [...] In the 
last step I wrote a kind of solution. On this basis new puzzles 
emerged, and already predefined puzzles were refined. It was a 
blueprint of what the finished game might look like from the player's 
point of view. [...] The whole creation process may seem a little 
anachronistic today, but that's how games were written back then 
and thus that's how the Gilsoft systems expect you to work. The 
detailed room descriptions and messages were the only texts written 
directly into [The Quill], as that gave me the feeling of actually being 
a writer that works on a novella. 


What were your influences for the theme and story? It is very 
reminiscent to me of Level 9's Science Fiction thriller, Snowball? 


Unfortunately, I never played Snowball from Level 9. I bought the 
trilogy some months ago because it is actually one of those games I 
more or less missed in my youth. A pity, since science fiction 
adventures are pretty much my thing. Personally, I think the plots 
are quite different. It's true that the protagonist in Snowball wakes 


I wouldn't categorize Hibernated as interactive fiction, by the way. 
This term is accompanied by a certain expectation. The complexity 
of the Infocom works, as much as I love them, can be overwhelming 
for the less experienced player. The focus with Hibernated was on 
exploring a story without being too artistic about the actual 
requirements for input, so even players new to the genre could enjoy 
the game. 


Does Germany have a strong adventuring community? 


Absolutely. However, the German market was dominated by far 
fewer home computers than in England. [...] Here almost everyone 
had a Commodore 64, and if you didn't have a Commodore, you 
owned a Schneider [Amstrad] CPC. [...] Many German adventure 
games were created in BASIC and were published as listings in 
magazines like the Happy Computer or the 64'er. A very well-known 
German adventure game is Zauberschloss, which can be translated 
as Magic Castle. We also played a lot of English-language games in 





“The focus of a text adventure should be on experiencing a 
story. [...] I wanted to create a constantly high tension and a 
touching atmosphere, supported by a slight uncertainty.” 





unexpectedly from cryosleep and has to face serious problems, but 
that basically is the only parallel. The stories themselves are very 
diverse, so are the goals in the games. The storylines drift even 
further apart when I think of Hibernated 2, which is planned for 
2019. In Snowball you have to save the sleepers, in Hibernated you 
have to solve a thousand year old mystery. The actual goal of 
Hibernated becomes apparent very late in the course of the plot. It is 
meant to be that way. I wanted to create a constantly high tension 
and a touching atmosphere, which is supported by a slight 
uncertainty. This may have been the first cognition of modern 
literature and game development I added to my game. 


Can you give me an example? 


[...] One of the main tasks in Hibernated is turning Io [a robot] into a 
positronic chipset. This requires various upgrades. Positronic 
computers play an important role in the science fiction series Perry 
Rhodan, of which I am a big and confessing fan. The idea of the 
positronic brain goes back to Isaac Asimov's publication "The 
Positronic Man" [.. and its] bridge between a strict computer anda 
thinking being on an electronic basis. Systems like these, of course, 
may be the technology of an advanced civilization that has travelled 
the stars for thousands of years, such as the builders of the stranded 
alien ship in Hibernated. As a logical consequence, Io, the control 
unit of the Polaris-7, must be able to interact with the extremely 
advanced network of the aliens. [...] Another inspiration was a radio 
play from the German science fiction series "Jan Tenner". This 
episode was called "Das Totenschiff", which translates as "Ship of the 
Dead". 


The style of screen and layout is very reminiscent of Infocom games 
on the C64 - did you go back and play any other adventures for 
inspiration? 


Well spotted. The colours resemble one of my favourite adventures 
on the C64, The Lurking Horror by Infocom. [...] The coloured accents 
in the text, for example, the cardinal points or the objects, that did 
actually not exist in Infocom games [are] important to me, because 
[they] significantly help [...] readability. I probably should mention 
that the start screen is almost identical to Infocom's The Hitchhiker's 
Guide to the Galaxy. There is release information, a date-based serial 
number and a version information for the interpreter. [...] Itisa 
homage to he masters of interactive fiction and helps] creatle] a 
familiar environment for the player. 
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Germany. 
So it was a natural pairing for you to use the The Quill and the C64? 


The basic decision for the C64 as the first system for Hibernated was 
quite pragmatic. I had one in my youth, [and] it's not always about 
using the best system, but about paying tribute to your very own 
wonderful memories. 


[...] I would have preferred to use PAWS [but it] was never released for 
the C64. [...] In 2017, together with Tim Gilberts [we] released a special 
4-word parser variant of The Quill [from the secret Gilsoft archives] 
[...] [that was] used in 1986 to port the commercial game Bugsy from 
the Spectrum to the C64. With the 4-word parser more complex 
adventures are possible. 


How long did the game take to develop? Did writing the game in 
English, not your natural language, make things more difficult? 


Development had taken 4-5 months, leaving out previous attempts 
and escapades. But in between there were always some breaks, 
because life doesn't only consist of adventures. After completion I 
needed another two months to make the game available to a closed 
circle of experienced players, including Tim Gilberts, and then to 
incorporate their recommendations. 


Since I was basically very open to feedback from the testers, we were 
able to significantly improve the game: for example, a puzzle that 
was considered too difficult was completely removed from the game 
and replaced by a new one. In some places clearer hints were 
implemented and of course bugs had crept in. I learned a lot in the 
beta phase. 


Writing the game in English didn't make much difference to me. 
Compared to the German language, English is a very simple 

language. I also work for a large, globally active company. Fluent 
communication in English is a basic requirement of my day job. 


You have some “modern” design ideas — not dying for one, a 
comprehensive in-game hint system, a "GO TO <place>" to reduce 
the movement in the map, and the addition of as many synonyms in 
the vocabulary as possible. Was this a determined attempt to remove 
some of those annoyances and frustrations from early adventures? 


I will answer this with the words of Roland Deschain, the hero of 


Stephen King's epic "Dark Tower" series: the world has moved on. Of 
course, many decisions in the Hibernated design process were 
accompanied by an insight. Actually, we don't want to go back to the 
sometimes nasty and unfair games of the 80s. This is especially 
noticeable when you load a game from childhood and then realize 
that itis not as good as you thought. 


[We don't] want to die of hunger after 5 turns because we can't find 
an apple, nor do we want to make countless entries until we have 
finally found the right verb noun combination. Annoyances of the 
kind you aptly call them were [...] the reason for many players to not 
like the genre. These concepts certainly belong to the anachronism 
of the very early adventures, but even back in the day, the notable 
adventure publishers had more and more abandoned such concepts. 
You want to create an experience and not leave the player behind 
with frustration and bad design. One of the first puzzles in 
Hibernated is about opening a door. Once you have found and carry 
the key [a biometric passport], you can open the door with USE PASS, 
OPEN DOOR or UNLOCK DOOR. 


You have also excluded the notion of “search-ing” rooms. This is an 
irritation of mine, and the text adventure equivalent of having he 
scour the entire screen in point and click adventures for items. 


[...] With Hibernated I have intentionally taken a completely different 
path. In many early adventure games you could discover various 
hidden objects with the command SEARCH ROOM or EXAMINE 
ROOM. [...] The first of the two variants shows rather a bad design 
concept and is simply unrealistic in my opinion. The second variant 
immensely hinders the flow of the game. Hibernated has none of 
these problems, and you don't have to SEARCH to find something. 
Any interaction-enabled objects relevant to the progress of the game 
are highlighted in colour. When a useful object is in a room, you 
either see it immediately, or it emerges from a highlighted object, 
such as a locker. 


It is not relevant to hunt for hidden objects. It's annoying to force the 
player to do this. To test this, I built in a puzzle right at the beginning 
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[Above] An early scene from the game, showing an example of the helpful puzzle solving programming behind Hibernated. 


of the adventure, which could only be solved if you searched a 
certain room. I don't think I need to mention how devastating the 
criticism was. The beta test phase confirmed [...] there are things that 
just don't work anymore. In future releases of the Hibernated series, 
I'm even thinking about disabling the colour highlighting of objects 
once you can no longer interact with them. A pragmatic solution for 
giving the player a hint that the work is done at the current location. 


What other “rules” and design philosophy do you have? 


The focus of a text adventure should be on experiencing a story. This 
certainly goes hand in hand with the expectations of modern 
gaming culture. We just don't have time to spend months playing a 
game these days just because we can't get anywhere. For this reason 
an adventure game should be designed as simple as possible, 
without neglecting the basic character of the genre, namely solving 
puzzles. 


There is a thin line between challenging the player just enough to 
make good progress with the game, but making him feel neither 
underchallenged nor overchallenged. There should be sufficient 
hints to get the player in the right direction, and the parser should 
also suggest that it reacts intelligently to the input. Here's an 
example: when I'm lying in a bed in an adventure game and there's a 
knock on the door, the inputs STAND UP and ANSWER DOOR both 
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should do. If I want to answer the door and let the parser know, it is 
clear that I am aware that I have to get up for this and this 
intermediate step should then be taken automatically. Of course you 
can push the reactions of the parser [but] classic adventure games 
have to deal with the limits of an 8-bit system. You have to finda 
good middle course for yourself. 


Did using The Quill over PAWS hinder your creativity in any way? 
Did you have any features, such as Non-Playable Characters that 
were difficult to implement because of its restrictions? 


No. The Quill isn't actually as limited as you might think. The only 
limitation is the 2 word parser, but that in turn makes many things 
easy, both for the developer and the player. The more complex a 
parser is, the more complex can be the demands on the player. Here 
we are again at the thin line. [...] Even with an advanced tool like 
PAWS I would try to maintain a certain simplicity and elegance for 
the player. As far as the scripting language in the background is 
concerned, [...] in principle you can achieve almost as much with The 
Quill as you do with PAWS. This is also proven by the fact that many 
PAWS games were ported from the ZX Spectrum to the C64 with the 4 
word parser variant of The Quill. 


There are of course known restrictions. For example, the tool can't 
handle NPCs, while PAWS does, but I was able to solve this in a very 
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[Above] Even though you're in deep space and facing certain death, there’s still room for humour in Hibernated. 


simple way: I integrated NPCs as objects and scripted them 
afterwards. As far as this is concerned, however, I think it was an 
advantage that I am a programmer and approach problems 
accordingly from the perspective of a programmer. 


Hibernated is a text-only game, even though the graphics add-on 
The Illustrator is available for the C64. Was that a meaningful 
decision? 


Yes, it was both a very meaningful and a deliberate decision to not 
include graphics in the game, apart from Vanja's wonderful loader 
picture. 


Any plans to include graphics in the first game, or subsequent titles 
in the series? 


There are no plans to add graphics to the game in the future. It is also 
debatable whether an adventure game really can be "enhanced" with 
graphics. I think the exact opposite is true. The mind creates the 
most beautiful pictures. If you allow this, you will reach an incredible 
depth and a very individual experience. Who would I be to wrest this 
freedom from the player by predefining a view of a location that has 
emerged exclusively from my imagination? 


[..] There's a great BBC interview with Dave Lebling and Marc Blanc 


from Infocom on this topic. They talk about some of their concepts 
when they got visited for [the TV series] Micro Live in the 1985 while 
developing Spellbreaker. Marc speaks very clear words why they 
decided against graphics in their own adventures and these views 
largely coincide with mine. Just because you can do something 
doesn't mean it makes sense to do it. 


What are your most favourite and least favourite parts of the game? 


Since I've dug up almost every cliche I've ever loved with Hibernated, 
there's really nothing I don't like about the game. I especially like the 
black humour, which is sometimes more and sometimes less subtle. 
This contrasts a little with the basically serious background of the 
story, but has always been common practice in adventure games. It 
enhances the plot a bit and relaxes without ever drifting into the 
really ridiculous. There is also a puzzle in Hibernated which tricks 
the experienced adventure player. I had already been praised in the 
beta phase for that. Unfortunately I can't reveal more details without 
spoiling. 


What has the reception to the game been in the community? 
The game was warmly welcomed and praised for its storyline and 
touching atmosphere. There even was a quite well-known German 


Twitch streamer who played the game live in 8 hours, together with 
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As well as authoring text adventures, Stefan Vogt hosts his own 
retro gaming website. He’s been working tirelessly with Tim 
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his audience. They all seemed to have great fun. He then admitted 
that it was one of the best games [they'd played] in a long time. 
Hibernated will be featured in [Fusion Retro Books] Zzap!64 and 
Crash Annuals this year. All this makes me very happy, of course. 
The point of a game is that the players love it. 


You engaged with the community from the start and released several 
early versions of the game — was that a positive experience, and did 
the collaboration take the adventure to any new areas? 


I would even go one step further and claim that it was not just a 
positive experience, it was a necessary experience. I don't think the 
beta test took the game into new areas. I already had a pretty clear 
idea how a classical text adventure could work today. Rather, it was 
about substantiating or disproving my theses. On top of that, lama 
person who cultivates an open feedback culture and deals with it 
very positively. 


The testers also gave me a lot of valuable information, for example if 
they were missing hints or had discovered a bug. In the end, I was 
able to acquire so much Knowledge in the beta phase that I think I 
can test future games in a smaller circle. With Hibernated 1, almost 15 
individuals were [involved]. Tim Gilberts, who already conducted the 
quality inspection of the Gold Collection Adventures at Gilsoft, was 
one of my most important guides. All of this has certainly made the 
game a very polished experience. 


You've now ported the game to the Spectrum and Amstrad, both 
using PAWS and have even produced a CP/M version that can be 
compiled for larger range of computers? 


In fact, I developed the ports with inPAWs, even if the finished game 
looks like a PAWS game at first glance. inPAWs is a programming 
language and compiler that converts the source code of a single text 
file into a PAWS database. 


I was able to compile variants for ZX Spectrum, Amstrad CPC and 
C128, CP/M and DOS with only one source file. [...] inPAWs also has a 
much better text compression routine than PAWS, which ultimately 
enabled me to make a 64k game like Hibernated run on a 48k 
spectrum. 


The variants for C128, Spectrum, CPC and DOS have an advanced 
parser that supports better expressions and chain commands, 
though the two-word logic is retained. I could for example type 
EXAMINE SUIT THEN TAKE IT or GO SOUTH AND PRESS BUTTON. 
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The game has secured a physical release with Pond Software. What 
should we expected from a boxed version, and what are your 
thoughts on new publishers for old 8-bit machines? 


Isn't it wonderful to see what's happening right now? With a lot of 
love old traditions are revived and old values are lived again. I think 
it's great that young publishers follow the steps of the big houses and 
distribute great titles and great joy with small budgets. I myself am 
invaluably glad that Pond has decided to publish my games. Pond 
shares my vision that the world is ready for high-quality text 
adventures again. 


When I bought Graham [Axten's] Bear Essentials and the box came to 
my house, I almost cried with joy. I was sheerly impressed by the 
love of detail that went into the release and told me: that's how you 
do it! Now when I consider that we also going to release the 
Hibernated series with lots of magic, bonus material and of course 
feelies that are characteristic for adventures, I'm completely 
overwhelmed. By the way, there will be one physical release of 
Hibernated 1 per platform: C64 (with the C128 variant as B-side), ZX 
Spectrum, Amstrad CPC and MS-DOS. Even on both disk and tape, 
where possible. And because we want to satisfy the players as much 
as possible, the physical release comes with a bonus adventure. If 
that's not enough motivation, I don't know. 


And what can you tell me about the “bonus” adventure? 


It's called Eight Feet Under. Did you ever wonder what exactly the 
robot spider did when it ran into the wall to help Olivia? In the bonus 
adventure for the physical release of Hibernated 1, you will be able to 
experience this for yourself. 


Eight Feet Under is a futuristic, interactive novella that introduces 
the second main character of the Hibernated science fiction series: 
Vermin Extermination Unit 972, also known under the nickname 
Vlad. You have to travel back with Vlad into the eternal darkness of 
the Lyra constellation, save Olivia and Io from the eerie dangers and 
secrets lurking in the depths of the stranded alien ship. 


[...] [It] won't be available as a download, it will be exclusive bonus 
content to the physical release of Hibernated 1. Instead of continuing 
the story, Vlad’s adventure tells a previously unknown part of the 
events of Hibernated 1. 


What are the next plans for the continuation for the trilogy? Do you 
plan to use PAWS and enhance the games or stick with The Quill? 


As a matter of fact, I'm working with Tim Gilberts on the next big 
thing. [...] What many people don't know is that there is a PAWS 
interpreter for the C64. No wonder it's not known, because it's more 
or less a secret. PI64 was developed in 1987 by Tim Gilberts for CRL 
and St. Brides to provide a way to port the St. Brides games from the 
Spectrum to the C64 without much effort. PI64 consists of a C64 
binary and a small converter tool, which makes a Spectrum database 
work on the Commodore 64. If you take a closer look at Jack the 
Ripper [a controversial 1987 adventure published by CRL] you'll see 
the software in action and probably say to yourself: why didn't I 
notice that before? Tim is currently modifying the converter as an 
overlay for PAWS, so that you can perform a conversion with the 
push of a button. I don't think I need to emphasize that this is 
fabulous news, because it means that after all these years the C64 will 
also be able to enjoy the much more advanced PAWS games. [...] 
Once we have finished restoring and editing PI64, we will make 
everything available on my website, just as we did with the 4 word 
parser variant of The Quill. 


Regarding Hibernated; yes, it is planned as a trilogy with 
accompanying bonus adventures. Hibernated 2 is planned for 2019. I 
can't tell you much more about it! Also people are still enjoying 
Hibernated and look forward to the bonus adventure. 
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FERGUS McNEILL 


Inspired by a soundtrack of Bronski Beat and 
Marillion (“lots of Marillion") Fergus McNeill is the 
comedic genius responsible for creating a string of 
text adventure hits, from the lampoonery of The 
Boggit and Bored of the Rings, through to the serious 
and thought provoking Mindfighter for his Abstract 
Concepts label. 





[Fergus] First of all, I should explain that all of this happened a very 
long time ago, and I'll probably just start making stuff up if you ask 
me about something I can't remember. Is that okay? Good. 


Delta 4 was created whilst Fergus was at secondary school where he 
shared a love for computing with a group of ragtag anarchic school 
friends, namely Judith Child, Colin Buckett, Ian Willis, Jason 
Somerville, Jonathan Walker, and Andrew "Spud" Sprunt. It was the 
early 1980s and the influence of the BBC Micro and BBC's Computer 
Literacy Programme was alive and kicking. 


There was a computing community at my school, but it was despite 
our computer studies teacher Mr Carlin rather than because of him. 
Very early on, I proved him wrong about a coding issue in front of 
the whole class; I made a lot of friends that day (and one arch- 
nemesis). As time went on, a group of us began to meet in the 
computer room to play games during our free time, and many of 
those people went on to be part of Delta 4. 


So you had started to program other games before getting the 
adventuring bug? 


I remember writing a Space Invaders clone and several other arcade- 
style games in BASIC, but they always ran a little slowly. I never really 
got into assembly language, so adventures were a natural step for me 
- something I enjoyed, and something that ran fast enough to be 
playable on my Spectrum! 


Heavily influenced by Melbourne House's seminal The Hobbit, 
Fergus started to “tinker” with several BASIC adventure games, and 





i? 








[Sherwood Forest] Delta 4's first adventure pitted you as Robin Hood 
‘ohare Lb C-1m com alo Mm \ (olaahalesat-haameymeal-M-a\almsley cei) d-) em LUN Mo}m es Jolo) aal= 
Nalomdalomolat-seeumey im \Colduhalesat-vaquw.W@clalesaum-balomiud-belaleaceyan\rnaomer-baale 
ahd almsveyaqlomal-r-i ale K-r- bop 





AD} ¢-YeCoyak-je-bam bal lore aid st- Kilo ml (oleli-1himoy am Ordon lad al-var-ale Mi Kelolekcy 
Adventure, the Dragonstar Trilogy takes players on a tale of 
Jovan aler=s-ts\-1spmon e- Le (oy ahem} alo)iiatmaqkelenahe-nhalm-halemer-haqh emer: hace 





ROLE) Koy id alow Kol hia Loni cael d WW covalesol-tan ated aX-\-).@cy \ahel-m-hmndal-mer-haalats 
industry, it's software houses, games and personalities. With the 
jq=rVOLaC Naha a al=1obt- Mexoh(-sa-le (mia Nae e- Leitso Mm \alol-sar-haccsqleceyamcom DI-1tc- Mo 
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finished his first, called Sherwood Forest. It was written in Spectrum 
BASIC at the tender age of 14. 


MB aatoy' im Meme) t-hic-\om- Mero) bheol-mojmojdal-var-Vonic-1qlavha- Mem 7¢-\-0h/ Mery llelg me's 
Phipps Associates, and Planet Of Death by Artic - but The Hobbit was 
(olyanhaWAc=| html al-Mer-laql-Mdar-Lmyo)- Na .c-remaahia@ tc Kquhale M-vahdanelyt-tyaqm ce) mual=) 
genre, as well as introducing me to the work of Tolkien. I always 

o) (cro Id aX-w(ol-}- Mo) mnal-y ¢-Loran'(-B-1Co) ai-\-fm olbhaw Ml al-w en (o)ojeyimer-wi-w- Mob atioLb(= 

Jy ah-Moyme- Moi colaimdat-imycelelromeabl\ar-lor-yolmcomdal-mbr\-) am-Valomel-m(inlefahinys) 
different every time. I loved that, and really wanted to create 
Joyqatidaunalemcsnhaahlthg 


oy ar-ll Rey mhecMahad(-Me [bing ccw-Valomcyaloyacoroyaqinalet- Maw Ms\-Melo)e)elidmiicte-Malele(~ 
leap forward for adventure games. It was proper interactive fiction, 
ai'ahd al avo) ateyelt-hig-) axel at-he-leit-)qcmudat-hmecolel (om aalonic-m- vale m-Coumnale(-yor—iqle(—iqid hime 
Joy qatqidauhave mi '(cmat-lolamag-r-llh'm-1—1-1 ql ole) qm hat-ltroml (ole) .<-lo Mend-- Luma) qe) a) 
Ws} el-voraab haa Mmn'aidamdales-\-Maal-yqateye-lel(-mis-veico) mene. helailerpr-hatel 

jo) fo) ole) qu Coy at-Lihtsar-)o)-Ver-lom(-p am Cololm Monlobamand-r-Lihtmdalbal @eoymhu@-l-e-mer-laql-) 
when I was first playing it - I thought of it as a story that I could 

oy aat=) aloy/mt-¥.<-mor- haga Mm Ma-m alolaloyamoym-—yqellovahalem-malelami-bale-C\imi evden 
sV\daX=y gow Mm oy-la(-aig-lomdat-lm-vahtadauiatemevoyel(omat-Vojel-yaMmacr-lihimeola-\\maal-mlam 


Yala) aii olele Ml le) a=5- Mi\e- Fmd atom ah esi mer-haak-monalol=sandal-mDI-1ic-M-mor-hanalsvar-bavel 
was advertised in the classified ads in the August 1984 issue of Micro 
PaXohi{=qhaeha=) mm han’ \c-bowe- cd alolamr- halo monakero)aahelecer-ic-lomer-haq\-mmolelar- Mm colehunal= 
dat-humea-hejel-rom-hahiar-luccsaaholmcomat-lol.aihalcomeal-mer-haal-mer-kic-m- Mah elmo lenaay eli— 
at the McNeill sense of humour. “Why did the moron press the 
BREAK key?” greeted anyone attempting such temerity. 


hale qah'mo(-1i-) alot macho colpbalem-Halem—-Lvihta@-haahehy-rom-lmdal-mubagtey 


During the development of Sherwood Forest, Gilsoft’s The Quill 
AENbbaXed al=ro coy ic-bcoksmdal-m-sakemoy Mm ReloKy Mic toec1e- baahalemcomelenicom.| 
considerable reputation after several enthusiastic reviews and the 
release of the first competent Quill'd adventures. McNeill was quick 
1Vomc\-(-md aXom ole) (= aher-lmoymdat-mOnGlena’ar-nalomabljal-omcomolelc-uham-meeey's 


Wi CeO TET Med ate vate (-\e M-a'c-1 iad ab hale MGs i Croyaqmal-Vom ey coleheler-(om- Mm co)eler iam \(-10G 

1a qb lorgbiq-lom volo] Mmdat-lmuablnim-iua-r-Naglibat-vom-loh¢-valabhg-Morq-r-Luleya mm amore) < 
EME him yoms aqhb (ol qMoy md aQ-m q-)ol-1uhuhic-w alo) ency-tal.¢-\-yoylalema-lelehba-lomcomelbillom-yal 
EYoht(<vahabha-we-Walo mM (-1mnicolb mole bi-mo)aMmual-Meveyaht-)qhmenc-t-hulo)aMmm (oc Mmdal-¥¢-B'r- bs 
aL oyqal-merolethale ma-re pbuh cro mmey-haaleqit-Hahimimtcolemat-lom-1-joyh¢-lalo}al wie, 

hake] hbo (-Maalo)oyl (malo) atayolt-\'i-) axed at-le-leit-) cm] Comm o)ULMd at- Lic Fo hecw oly. On at aaa he 
ihaqyeluimt-omdabnatefmitaidatolohmacr-lAnmunaqviuhalem/dat-Nmizolemecjbllomelon 


WW eTeO TTB ol—shatem conic linignac-\-Motlom-Mahece(-w-haalovenaimcey mdal-B-lohic-1qiaena- 
oxosaqhaquenguan'am@idal-y ae galore (-limaahlolahw@l at AU cmt icoyd.¢-vommolehma-vaqteytanalemidal= 
bKor=) ghX-w Ry-1 0m 0} Ko) oy- Vo] hms alerolbhe-le(-lom el-vo) o)(-mcomet-l.< md al-mak}.q@-Halem atc Ai(ce-| 
fofom-laagt-V.ahale mcyoyaal-idabaqle mm Melomdabhal qdat-imesicyoyagn’(-1¢-mhaterq-lonlel his 

fo (-1ql-y gol bhmcome-l.c-mdal-m-heyelcey-lelaimdat-yimet lem 


hale-balor-bahimlac-16comer-Naq\-yamaat-ler-VAbal-mbalt-sa'sl-a\ aa) ce lbkcmco)(om@yabakcm'i/aile 
1d at-hemmeKoatc-l(oloybakemdal-m-r-Bautan'\co)d em Urshale me) ol-ereabnaqmsy.tsy Amir bo-lelolehar- bs 
qqhb Kol amabbale-lsmol-yhale mole havelal-romhameal-mr-\o-me 


Sy haved Wham sy -¥s) LOM allo Malem ANEW com abt aVotsle) a MEclom Mat-\oMcoR isahc-Baahimey sal 
when I started looking at parsers. If I'm honest, it was probably a little 
loyhemaqkeya-WavkaMdat-Namel-vhalemolbhavelal-vom had qal-mic-(ex-wm lb im alolm-valelblelamce) 

aha er-m qal-ww Wale ml Melo c-1qq\-yaaler-y ajol-yalonhalem-yoyaql-mabaat-mele-hanalem anal 
Graphic Adventure Creator but I could never really get on with it. 
While it seemed to have some nice features, I always felt there was 
vofom aqublelamoym-mec-lel-broysmlamc-yeaqtMoymc-Nimavbateiuloyal-lennia-lalema(-paloylbiqiaul 
| aat=ai\adat- ial Mexelbl(oMoloM-ai(-yatadahiale mmc Halccrom sida i al-melet (tp 


ii ata DB) ¢-Xo coy atic-t aw Walleye pace) irony \i-rommaat-saMm@r-1(-b.4t-hymr-mer-baalcmi\ahdaMe- ts 
Wellen as the central character. A space pirate of “some reputation.” 
Galaxias was more of a departure in writing for Fergus, after basing 
1D) Z-Xo(o) at-1r-) mead at-meyakephat-l@cCoar(-)alacig-mmolelamantahdakelouandal-mhantssa-sianale| 
bits". 


Despite my youthful mocking, I really liked the Classic Adventure 

Ko r-Vaat-) Muha ey-Kplor-Llatme-lojol-remnalcomdat-ime) (om Dien ale(-loy ql-Rom Dic-leforakwoiati (9 
rather than the more "high" fantasy of writers like Tolkien, but I 

Kolb have Mh auvle(-l\tm-yahlontc-lo)(-mm hua \¢-Vw-lvomtd-) at molar. li(-yale(-treya(-1ait-reme- hale! 
dqt-1m-w- haWhaaheoroyac-Nalmdalnale mcombiatel-1acje- haem bm-Wer-Vaql-W ime lovato mcomat-\ic- 
satisfying user-interaction - it's not just a story, it's a story where the 





[Bored of the Rings] A massive JRR Tolkien parody in 3 parts, with six 
Care RXO) ASM COM OLUAi NGM wh lef ambalm clo) A eaehalst-haehe-hu-twmar-naaal(cssom oles ahelcmepcolenc-haae 
iW AYaed aX cr-h opm} aak- | emexoyaal oy-lei ml oley om al-aital osko) (ole nker-lmcosaaqielt-m-havemale 
bitter after-taste. 





ASX) obi qMoy ms) X= dlolel.d WAWcIbhedqr-lmecoyaaleyhat-lekoyameymaNehi-valdbed~ 
hahccyaqt-Lekosat- lcm aco) oyheme) ms) el=yaycerelem- bale Mm UK-1 elo) bh ag alo whole isiowomsy ei = 4 (olor ¢ 
hae: ab baalolUhgoletsmcoyaay emda cole lesaleyal-sa'\ololom eya-lemwaeaMhagloycenic-io Ole TIT 
(o) hK=y are Mod ak- 8 ¢-Kout=) au ban) ¢- Lora loyatcm- bale M-Waahecelatnatci-10 (16M .aW UnsyoW sausr-lerlehaye 





MW al-M@ro) (ol bh mova UE. le sho] WW ahele(-m- ta el-hamr-lol-Vele-lakeyamesmN-vaaim u¢-lolal-iaa 
sco) aleK=3am lm DS RcYoar\(o) ale mo) ol=)al-) eum Ml al-mer-haa\-me iced al-lom \ Macy -e-balom's\mr-halol 
allowed the player to move Rimwards or Hubwards. 


player really makes a difference and drive the narrative forward. 


Si abhatef-m/\(-sq-maateniahale me jontel.dh}mcey alDI-1tc-M-mmrsy ely ay colele mm Die-efo) at-ie-ae- hae! 
EFIED Gr Kes colblesahandal-m i mi(-1-b ao) (o massac nbimcvoyaqi-monanyc-bancsom-lucssalaceyal 

15 oy aq Me- MSU ES) ol-1ol me f-baal= mores aah el- bahia ale) epnatemcomaat-l.c-m- Mele hcel alelblel am Maloatg 
offered what would have been a substantial sum of money [£500] to 
Yoh alcro} als Mo}mmdat-lur-le(-mskoyar-balmonatcyor aby olelcoletcmol=t-l@c1ebaq-salel-sanale medals 
eked ahecmcom-1|@eymabksmond(-1ye-balem co) ar-Nahvadat-imer-haal-m hamid alow als am CcsaWat(-1- 8 ace 


Fe ese aXo) me Lenic-e- Tome batty. hicolenatar-Km ham agile aiacyo)b bate my. lm ¢-rer-1 | Mm-m ol—) exe) 4] 
a oy ga: Mole l(oKdel-moyblolncjahiale mevoyqahey-Vahimn'c-Vaic-remcomaq\-\-1maql-m- hand al— 

Sy bi oly Colom bam eR Coyamcie- La loya man sal-i¢-M Mi olvllomene-leikolbinimcilenamaah'mer-Vaqtets 
development life away for a pittance. At the time, I was probably too 
piLojbhake mcom-Vo)oyc-lert hum Lehia ale iimnat-Vejeyqejeyar-ic-md anim ir LMmdakeleledamimentel 
teach me a useful life-lesson that there are always people out there 
¢=y-Lo him Cou gia hime) aMe Vero van tM ol) a alolmcomag(-(-1m-1ug-ale(-maqi-yaleha-| 
Superloo. 


hs Cows a=) cob Emmen qronhar- bake mnauhaabhe-le)(-m\-)ql\-moymanbnaqkelenadat-handal= 
incident is brushed aside with a whim. He was soon to put that sense 
(o) i aq bksiod ab =) mi Come fololo M-1e-101mr-ler-thaber-nalomi\aheamaatomal-ljemeyayMe(-m@letl pm Dl 0C-) 
4 really began to find their feet. 


The Quest for the Holy Joystick, a spoof of the software industry, 

lec haccrom- Mila ghehale Mevelit-loloyc-LakosamMi\ahdamur-fyoyameve}aat=yatall(cmom-baleldal=y 

Yel aQoro] ms al=y alo mm @1>(-s1an Colo) aad al-m eo} coy'(-1 deyr-lmeleLMmosm—atc-satadannate sav (-tarer—r 4 
Ath) fal Wate es (o)o)oyiom aat-\er-vAbal-macaral-yi'i-y abate m@-lohcsqlabn com aeKenkopar-(ole) 
so}ahi mss alole(-wr-Nalom-yoyaa’\¢-ba-m aloe l\-w i Kl lolelen gato wKolehy-m-halemaUbhceyaat- hte! 
(a aX=yhal oes UR- bal aat-lsyorolar-he)el-t-ha-\o opamdal-mat-halekronchiisamnalt-ba-vaanierd.d) 
Vico come Nd hale aos ae nb cwecy lef alecmm Mo} ahials}alele(-melonisroleiaray-hymdal- mab ban ahiacslol—e 
Wake Mo (=o hker- Nu =10 Mr- Ms} ol-1eak- 1 Mar\ (ota el-Lel-ms) 0) c-t- Lom com eak-mer-baal-mnamd atom ivk-nael al 
1985 issue of Micro Adventurer. It became Delta 4's break-through 
title. 


Jd abigl ay ehatlaunal-mm ako olblolukyal-loMololdagM wejolele-va@xeyaqvelbiahatemul(--).dhtg 
Wale Ms hKer com aVohic-sahavid-yqmaqt-lo(-m-Malble(-Motini-yq-valer-m com qal-mu Mom-juable(ell(—emce 
fo (1m bah! Mere!(-14-le(-Mamefolele Mo) Me}-lo Mem acovaamer-yar-Hhamojuat-yqmaat-ler-PAlgl-s- em olb it 

1d al-yiaat'(cq-mefolole m-saleblefamcomc-aal-yiimyey aqme) maqh'm-r-lahimundl-t-e- bale mdal- ie 
iqerclUN Acie: Wate md aX-M oy-1| co) hate mm Jom ol(--Ky-mmelojam mate) (omit 

rYor-Wuahimda-vaqMemd al-yiaat-Vom alomlol-1-Miidar-lmyvoleicomce)iCoy iy 


ATVE-Kseeheme (= bl ol-s¢-heom commatelielol-maal-mol-sacvohat-luhul-ssw-baolenavem-Nmdal-monaal-menaure| 
aXe) ol-mcomer-thalaakeya-mr-hicoleng-leli-meoh's-s¢-lel-¥4 


he Chatto Mob iat toe- Bye) ao) mh ata (o).<-Molehmnmer—yar-bhaly'mal-lhel-romcome(—1mqaloy c—) 
Flay qhakeyaMce) audat-mer-vaal-t-mml Meor-lam-iell@c-yaal-yqalol-varcyhughatembameal-elt-t-1cele) aq) 
at secondary school, craftily opening up the latest issue of Micro 
PNohiCcyqhabhg-ygmr-balom\dqleloyorbatem \ahdam-ycosht-yqal-yalm)sal-1qMl Monk Yeoy!(-1¢-lomdar- Lael 
atcXom aqh'mala-ja-'(-y melo)ble)(-tyey-le(-mi-r-Nabha-M na Wm qat-\or-yAba\-wa Mal-mc-r- lel al=) @ 

pe Ne aN=s maior Wear. bs) .¢-ve mn him Ml at-Yo Mmcyoyaq-idauhatem MeMbl.<-Mcom-Jal-Va-B)aldamdal-ma-tit 
roy md q\-melt-L-Yame- hale Ml mcolCom q\-yandat-haumer-yar-hialhimellomm-Valem-Jalo\i (10M -ai¢-a'cey als 
1d alem- bau loll-we me gamrcHeahiaripng-muat-Lmbateliplotnalem ol-yecvoyat-lahal--maceyqamual— 

fof Nqal-xmbatehbhjag'mecoyahualelbic-romcomdal-lm@-1-Faamecoy'c-y¢-le(-m(- haem a\-1gel-le Maal) 
impress several girls in my class). 


1D}Ko MdaX—moyd-rs-w-nalomdal-w-Voatc-squaonanale mevovaahaalenanaatac-l.¢omicolebm\-saveGaelomnal 
fofelele my oshahects 


WW av-y comic Kod al-molelombbaii-higolene-leli-ma-ytal-a\me- hale mdat-Nanic-mr- in am—yaleblelaM 
LF Waal vale Ml ahesaqvoycolbi-mer-haa\-cm ham oy-Vauleibit-} am. la-B- Miele) (—leahi(-mdal hates 
after all. I think most of my resentment was directed towards the 
Lopehaat-Lekim\dalomaqt-iaaqtew-balemdal-yam-¥abki-\omCok-a(-1aM (ole) a-ha lahimeymaahis 
titles, explaining to me that "You're just a kid." 


Unfavourable reviews were in the minority. Home Computer Weekly 
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coverage meant that Quest earned a few quid - enough for Fergus to 
write a sequel. 
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were penning Quest, Gilsoft had released The Illustrator add-on for 
The Quill. Though many thought graphics took away from the pure 
craft of a text adventure, the decision was made to add them into 
Return. 


I don't agree that graphics upset the craft of text adventures, though I 
accept that back in the days before text-compression, there was 
always a difficult trade-off between spending the available memory 
on more game or more graphics. 


While graphics didn't always add a huge amount to the user 
experience, they did have an important role in getting screenshots 
into magazines - and that was critical for any game to succeed. 


Running out of available memory was always a problem, and I can 
recall the agony of having to delete material I'd written because it 
just wouldn't fit. Luckily, Gilsoft understood this, and there was a day 
of great celebration when they introduced text compression. 


The quick adoption of The Illustrator showed there was a growing 
rapport between Fergus and Gilsoft. Some reported that he 
influenced the features put into subsequent revisions of the Welsh 
company's utility. 


Gilsoft's Tim Gilberts was always a brilliant developer, who really 
understood how to give designers the tools they needed. We often 
discussed what I was doing (and how I was doing it) and I imagine 
that helped him to prioritise the features he added, but I certainly 
wouldn't want to overstate my contribution. In reality, Gilsoft came 
up with one great feature after another, and I sat there going “Hey! 
That's a really cool idea!" 


Did the quality of Delta 4 games authored with The Quill help 
increase it's sales too? 


You'd have to ask Gilsoft about any sales impact, but I do hope we 
helped them. We owed them a lot. 


Undeservedly many games received a moniker of a “Quill'd 
adventure” which tarnished them in many reviewers and players 
eyes before they'd played the game — what did you do to make your 
games different? 


The Quill opened up the market so that anyone could create 
adventures, and that was great. However, while it may have removed 
the technical barriers to entry, it didn't replace the need for 
creativity, so there's always a risk that youll get some disappointing 





“I do recall an extremely alcoholic evening that Keith Campbell 
organised, with St Brides, Infocom, Level 9, and Gilsoft... that 
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SCEPTICAL SUPPLEMENTS 


Bored of the Rings featured the first issue of Sceptical, a 
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Design's teletext program Spectable" explains McNeill, “and 
blatantly borrowed it for myself. It was a bit of fun for me 
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London as a bonus program - Fergus’ “subjective” travel 
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or "samey" titles. Some of my earlier games were *ahem* less than 
groundbreaking, but I'd like to think that I Kept striving to improve. I 
wanted my games to be technically good, but I also wanted to tell 
stories and entertain people. 


Hopefully, I managed to get better at that with each release. 


The mainstream media coverage continued and Delta 4 interviews 
were starting to appear in more magazines. Sinclair User was one, 
and in an interview commented that with Quest, Fergus had 
“unwittingly [...] hiton the ideal way of getting media coverage 
without spending money”. Though that was never the motivation 
behind the game, he was learning his trade fast. 


It took a while, but I was bold and persistent (or young and foolish) 
and I suppose I just wore people down. After Popular Computing 
Weekly and Micro Adventurer started to mention the games, Sinclair 
User and C&VG ran some reviews, and things progressed from there. 
The creation of separate Adventure reviews and charts probably 
helped to establish the genre in many magazines that were more 
arcade-oriented. 


Microfairs were [also] an effective way of getting visibility and, asa 
bedroom-developer, that was what I needed. I hand-painted a very 
stylish black and silver Delta 4 sign, in a futuristic typeface, which we 
displayed above our tiny stand. While this may not have been the 
sole factor in getting recognition, exhibiting certainly helped me to 
meet players and reviewers, and get the Delta 4 name out there. 


How crucial to the adventure genre and exposure for indie writers 
were magazines like Micro Adventurer? 


I think Micro Adventurer really helped to validate the adventure 
genre and give it some mainstream credibility. With so many arcade- 
style games competing for column inches, it was helpful to have 
some press that was focused on interactive fiction. 


Did you find more favour with Micro Adventurer and their group of 
adventure enthusiasts, rather than the (usual) lone adventure 
columnist in magazines? 


I think it depends on which lone adventure columnist we're talking 
about. Gordo Greatbelly from Sinclair User was always extremely 
kind in his comments, and we had some very generous coverage 
from the late Keith Campbell at C6VG and Mike Gerrard at Your 
Sinclair. Derek Brewster at Crash was less enthusiastic about some of 
the early titles, but it made the elusive Crash Smash all the more 
satisfying when it came. Overall, I feel the press treated Delta 4 very 
well. 


Was it one of the reasons that you dedicated most of your work to the 
humour and parody? 


I think interactive fiction is similar to books or any other story- 
driven medium - it's extremely subjective. As Tolkien himself said, 
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those things "that are to some a blemish, are all by others specially 
approved." 


I'm sure there were some likes and dislikes among the reviewers, but 
I never got to know any of those people well enough to predict what 
they'd enjoy. It's probably for the best, though - trying to please 
everyone is usually a recipe for disaster. That's how you end up with 
those early Saturday evening shows on ITV... *shudders* 


You were even welcomed into the adventure community meeting 
fellow authors such as Rod Pike and St Brides? 


I met Anita Sinclair from Magnetic Scrolls once, but it was a morning 
meeting and neither of us were at our best until the coffee kicked in. 
And I do recall an extremely alcoholic evening that Keith Campbell 
organised, with St Brides, Infocom, Level 9, and Gilsoft... that was 
quite a night! 


Despite Fergus and Judith going their separate ways in love, they 
both thankfully remained faithful to their Delta 4 offspring, and she 
became the catalyst for a game that is fondly remembered by many - 
Bored of the Rings. Fergus told Sinclair User magazine “Judith came 
to school with a book, Bored of the Rings. We wrote to the publishers, 
Harvard Lampoon, but nobody seemed to have heard of them.” 


That's correct. I wrote to the publishers in 1984 and still haven't hada 
reply. I'm going to give them another few years, then I'm moving on 
with my life. 


He continues in the Sinclair User interview, “So we thought, we can't 
do the book, it's too obscene. Let's do our own. So we wrote the game, 
and took it round all the London mags the next day, and behold 
everyone loved it." 


Bored was released in 1985, just before Fergus’ 16th birthday. After 
wedging their foot firmly in the adventure big-time door with Quest, 
Bored and Fordo Faggins kicked it in with a hobnailed boot. 


I absolutely LOVED the writing in that book, and I certainly tried to 
emulate their style, though I never came close to being that good. 
The game and the book do have some similarities - such as the title 
*ahem* - but they're both parodies of the same source material, so I 
think that was inevitable. I wish I could have used their content, but 
hopefully my own writing raised a few smiles. 


The magazine reviews ranged from the favourable, to downright 
hero worship, and Bored was awarded a converted Sinclair User 
Classic. 


I was in a kind of numb shock when I opened that issue. There was 
no warning, just the surprise of seeing the review, then staring at the 
page in disbelief. 


It was a much needed break in order to attract the attention ofa 
reputable publisher - one with an advertising budget and a track 
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record of publishing adventure games. Fergus approached Ian Ellery 
of CRL who responded with an expletive and told him in no 
uncertain terms where to go. Luckily Clement Chambers, his boss, 
thought otherwise and signed the game to CRL's sister label, 
SilverSoft. 


At this point in time, why did you approach a publisher, and why 
CRL? 


I really wanted to reach a larger audience, and I felt that I'd addressed 
enough padded envelopes and licked enough stamps. CRL had 
recently taken out magazine adverts asking for games to publish, 
and going with them seemed a lot more glamorous than running a 
mail-order business. 


What were they like — and how well did they support you? They had 
a good catalogue of adventure games -— including controversial titles 
from Rod Pike and others from the mysterious St Brides. 


I've always got on well with Clem Chambers (we're still friends) and 
working with him was very enjoyable. Of course, in the early days, I 
was actually published by their sister-company, SilverSoft. That 
relationship was a little more *ahem* turbulent, but they got my 
games into all the High Street stores, and I learned a lot from the 
experience. 


Bored was an ambitious game, and due to its enormity became one 
of the first multi-part, multi-load games created with The Quill. 


Due to the size of the story, Bored was naturally split in three parts, 
but I always felt it would be good to have a more seamless* (* subject 
to some lengthy tape loading / saving times, of course) connection 
between them. I believe I was the first person to hit on the idea of 
saving the player's progress and inventory from one section and 
loading it into the next, and to make it work in a standard Quill game. 


An adventure chart number 1, and a copious amount of copies 
floating around on eBay and other sites so many years later is a good 
indication that the game was probably your best seller? 


I'm not sure of the exact numbers - providing sales figures may not 
have been SilverSoft's strong suit - but I think it did fairly well for 
them. 


It's always great to see something you've created doing well in the 
charts. Aside from any financial considerations, there's a profound 
sense of validation and satisfaction in knowing that people believe in 
your work and are (hopefully) enjoying it. 


The contract with SilverSoft meant a 15% retention deal, without an 
advance. Fergus even received his first royalty cheque that he and 
the team, erm, “invested”. Cigarettes and alcohol seemed to figure 
prominently in his games and interviews. 


Royalties weren't always as forthcoming as I might have hoped, but 
we certainly did our best to enjoy ourselves, and I've no regrets about 
that time. In the words of the late, great Vivian Stanshall, "If I had all 
the money I've spent on drink, I'd spend it on drink." 


Did the IP lawyers ever come knocking? 


No. It was a simpler time. Also, I'd like to think that Harvard 
Lampoon had a sense of humour, and appreciated the value of 
parody. 


Signing for SilverSoft probably meant that any other team would 
alter their working practises, but not Delta 4. Before their approach to 
writing adventures had been somewhat chaotic and anarchic, and 
after the contract, it reassuringly remained exactly the same. 


“Chaotic and anarchic" is probably fairly accurate. We were a group 
of teenagers, doing something really cool, and with enough money 
to keep us in vodka, cigarettes, Hula Hoops, and Cherry Coke. We 
had no experience and there was nobody to guide us, so we just 
jumped in and got things done as best we could. 
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After planning out the basics of the game on paper, and discussing 
the puzzles and gags, I'd usually develop the lead format (often on 
the Spectrum), and my friends would laboriously re-type everything 
into copies of The Quill running on the C64 or Amstrad. There were 
no schedules, and the work often stopped to play other people's 
games or rent videos or do the sort of things that teenagers do... I'm 
amazed we released as many games as we did! 


Unsurprisingly a Bored sequel followed, and parody shots were fired 
over The Hobbit's bows. Fordo Faggin's uncle Bimbo became the star 
of The Boggit. 


The Boggit was great fun to work on. As a subject for parody, it felt 
like coming home, and things were going well for Delta 4 at the time. 
Hopefully that showed in the game we produced. 


The Boggit was followed by Robin of Sherlock, an oddball plot mix 
lampooning Adventure International's Robin of Sherwood and 
Melbourne House's Sherlock. With Goldilocks and the Three Bears, 
The Wizard of Oz and TV's The Smurfs as comic references it was 
difficult to fathom and perhaps McNeill’s most surreal game. 


I was going to begin my answer with the words "It's always tricky to 
pinpoint the exact moment of conception, especially when you've 
been drinking..." but that could be taken the wrong way. I do 
remember there was a TV series called Robin Of Sherwood that was 
popular at the time, and I thought it might be a good subject for 
parody. At some point, I came up with the title (doubtless in 
connection with the Sherlock game from Melbourne House) and the 
idea tickled me. I think that was often the way with those things - if 
something made us laugh, we would go with it. 


The surrealism continued onto the credits, and you called yourself 
The Jester, with Judith calling herself The Desperado. 


Well, I was listening to a lot of Marillion at the time (and I mean a 
LOT of Marillion) and that can have unpredictable effects on an 
impressionable teenager. I would imagine. 


The final game for CRL [published in 1987] was from the surreal to 
the straight, and a conversion of Dennis Wheatley’s 1930s detective 
yarn, Murder Off Miami. How did Fergus find working on more 
serious subject matter? 


It's tempting to give a glib answer, but I genuinely don't remember 
working on Murder Off Miami. At all. Some creative people have a 
period in their life where they get into difficulties with drink or 
drugs, and I suppose that was mine. 


CRL produced a neat clam package for Murder that contained a natty 
clue poster, but the press reception was still lukewarm. Reviewers 
noted that Fergus’ creative and humourous spirit had been subdued. 
It was a apathetic end to the publishing relationship. 


It was a wrench to part ways with CRL, and I felt real guilt about it, 
but other publishers were starting to offer me deals with guaranteed 
advances. I'd dropped out of college to make games and it was 
generally great fun, but I really needed to start earning some money 
from what I was doing. I hated the situation, but I had to do 
something, or I simply wouldn't have been able to afford to continue. 


[Right] Bored of the Rings and 
its sequel The Boggit both 
featured Delta 4 maps of JRR 
Tolkien's Middle Earth. 
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I was SO fortunate with the Macmillan deal. They were all lovely 
people, and one of the first things they asked was whether I'd read 
Fahim ofere).c-mdat- hum qahlesaim@el-mabnamcom-lot-lolmualvom-nam-Vontc-yahuenc-Mer-aal-mm mel 
recently enjoyed a humorous fantasy novel called The Colour Of 
Magic by little-known author Terry Pratchett, so I suggested it to 
them. A few weeks later, I was getting off a train at Bristol 
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with him was always great fun. 


Terry was one of the smartest and funniest guys I've ever met, and 
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other laugh, but he was always the hero and I was very happy to be 
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Sleaze was released in the summer of 1987 to critical acclaim, anda 
gangster's trunk full of awards. 


It was a landmark title, and is regarded as Fergus’ finest work in the 
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need a photocopier, but she was very persuasive so I agreed to meet 
her. 
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shared writing duties previously with Judith? 


I really enjoy creative collaboration, whether it's having someone to 
Jefe) bh aKer-Mlol-\-\Meoysmmoyanr.¥ahale myo) aqt-(o) al-M-lk\-6- Mer d-t-laleyam-baleme(-ai(-Jlojoyhale mis 
ab hadal-yemn'\Coygd.ahalem andaW@aWahal- Wi c-\e- Mm eyhMtl.<-B i foyd.chalemi alee Mi K-ieag 

| 54 Nod g-14 0m ol —ler- LPE-w- Lid aYojblodaM im c-yamannanhic-valunate mdal--j (ey qiam mat-lom- leet. 





Cod da-m ol-yecroyqMay'sato ma \¢- Vem hacmend-)-1mn\dal-yamtgele mer-lamat-hic-e-Va le (-\-Wa-lalem-tJ.¢ 
ms'Aav-Van'\Colbllomm qt-\o)ol-iqlei Mmeramemloyaq\-idauhale mice) mer-Namar-lAuir heme (om hal-val 
Yok-Vole-hulolaMe .Wavat-M@-lcyomal-vefojut-uc-romdal-me(-t-lm shal CowunistsloyaMe- tale 
proved herself a much better business-person than me! 


IMBhakehakes qhuc) atcw-Wtc-sa\mcy-salolelw-Nalomeako)olesahanescoh'co).chavemer-baatomm'\/f-Kowat 
Wha qta1o mr-Nar- We aXoa) ar ROLOnK-sqke-mmo) ar-NaM—y @iianalem-Nelonl-yaler-me(-1danaleme)cel-1ar-nalel 
qakeycomaareLabngay 


|e Koya Wmdahhal quuany'c-\oe- Morey qt-vey fob lwo (-fesk-sLoyaMm Com olbba-jul-w-Maat-labianates 

END Tol) aterm galoyg-dal- Lae mir Lenceyitahalembhomaghtcy-ltmm Mm cate, mda La MAIC TS 
1q-y-lo tale m- Ml Col mo) mal-\i\m-Lehdaley c-ymr- late mual-1q-m/-FMevoy qt-ylel-y¢-le](-Med ql-Wale (meal 
the games market, and I suppose I just wanted to try some different 
1d qubatercw-Vale My-\-B him mevoybl(omelomdal-144m 


The Big Sleaze had been penned using a special version of The Quill, 
jo)bhandalomUholbhgrai\c-Kmcie-hauhalemcom-Jalo\i\miecw-le(om-balementonamalat-hicomeat= 
features expected of an adventure for the time. For Mindfighter, Anna 
Wale aos ae nb bcm alqi-rol-lo mM eope-bakemalcy\mcololmmcromdal-y'maonaal-1om com mnaqmesilel-saecy 
aKe)!\aaicoyd .ahale moyale- Ww al-\/\mic-squaenc-mer-liC-1om haven anitcmbaat-leppat-haleyalse 


hee Eom of-teroy gah tale mel(-r-Hadat-lann (Mem ql-\-comcYoyaqt-idahialemaaley<-muat-VaMwWe(-ezeel || 
Wale mw iW elomi bE ia c-tve) mum mc Valtce olen amer-haal-1mvomeveyaqye\-1(-mm e-lepal-ia le 
Yor Co) LEM ak-Yo Md qh-vh ae los cei-lolbl-mene- he) qiker-pe- bale ml M-\'c-] Bow Creole lair. leva) 
rhaencclohlel him elon -yaablMcyiccic-iqaMmslo my dal-yaWCoruhiatsloyame lola el-labnatemual- 

f -Voy-1 4 ¢- oi Ore) alot) 0) 4M oy ce) (-(ei Ma Gal =\ i'ma om alqtle(-rom- Bala m@-Leheateyahatey 
SAL ag MOLD hamc-le-LaleyatJatyom laid a meri iyoyaum-lalemdal-vhael-1-jombiatel-yeir-Valenhate 
foym-Voatc-yahabiq-mc-volqmmagt-lo(-muql-yqamdal-Mo)e)'alojbl-melalolec-Moymey-haual-1 gm: hale 

1d ateyimicycomnahigol Micro macovaamdal-micataol-lenhabalbaten 


The Professional Adventure Writing System (PAWS) had been 
Mie WI E-Vol(-mkey mmcoyaalomGnaaKqya olUhamtcolemement(-1qlole).<-romdal-hasie) ay Malem ol le my (-1-F4—) 
Corey 


BR Vorcro) bb ic-) him Conic- wv Whom olbhmonimidat-Lamubaal-Mi\(-Mat-lomecoyaah qa ityloyql-ve 
Gilsoft to create our System Without A Name, which was essentially 
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bY ae Vem by -lo aq Koy-)moyand al-mt-Vaql-m (ole shomt- bale meoycoler-ty-shale mm cloh@ahdal-Bio\n' 
extra features, better access and manipulation of variables. 


herexo) bom K-r-habncomonlephats\-romen cho) qhlermdat-Nanicelemobns\-romcomepa-1-1a-iec-e1 ah al 
iMbbakehalesdahtsyan\ahdaly o)qlolcolsmoym ol-baesmopmevoluhdat-haqhelcoyaM mol-1bc-ai¢-ravaWalomnt 
started to utilise icons in its interface? 


1301 0) ofS dal -m leroy atom \(-s aoe Mined (cmenhaahaquiel.qigm olenmmdat-y'me (veh bat-l\ary-) alco 
1d aV-yham o)bhg olos-Mnamenhtanalemua\-Mer-Vaal-iw- We qaloyag-Mmbl om cont. \c- Mn i-\-] ey .Walem han (-13 
fongayc ham comanat-lintmaatenic-B-\uchtmageyaqiaic-eite) meng-\o) autem -\¢-vamdaolpletal 

fo hfe nhubAn ate mo) qlolcoleng-yolat-meoygolblolah@miecmon' isa mel at-li(-vate( cm hamdal-Mot- Mew el-1Keyd—) 
Photoshop. But those were just the presentation features - the real 
or-r-Nb Lat mov med U/W ie Lmhaimd alom-l(-ler-haler-M-lalemal-p alerlthatmeymitmevolethale make 
was a joy to use. 


The game also featured a sophisticated level of AI? Did you 
rhaahe)(=yqqXssahandat- hag 


b G-t-eam Mo ME) fe) .<= sala Sahd a eee pal-ialomsyos ge) |(-e-Nale ms M-y'(-1mcm-lelolbian dat-land aley hg 
SEA (hag kmecol bike Melome- hated Mi '¢-towr-Lyerhal-1-loM oyimd al-m lol aloy amos me loy- lb ey-by-r0| 
Al. 


| oy =>. chaque) (-mmngat-Vennal-migole Mat Mig-m- alos aiag ole: hti-) mod at-i¢-Veit-y mai \dalomal-(-le hme 
fofomnahvom- Mm oy-taarerlt-nalolpblCohtate mm Mal-y'aat-higler-1C-w-Voucos:t-madal—waat-y om olen 

(<3 Kero bait) a. Mel (os-{-10 Me (ole) mmclo md al-yi meat m con O) 1-1 dale DOO) melbimabalem ia 
Cole) <-To My Naa dat- im oloybahomdal-y'alm@-lacy aque Mico Ol | hO1G1,@dql-mD1O1O), ae) mmimdal-y'4 
foCoyaMmat-\i-meal-wccy' mm al-ytalmiechamagtonianalem-hqolenalem-lalem-y-1-1 gel auhale mio) ake 
Oh aterm aK-yimabate mdal-w ccyiamdal-yialmg-1aeheamcomdal-Me (ole) mb bal(olel ahum-halemer-Hhal 
Vaheatmcomdat-molenitohhatem 


ie Vahtclomdat-\ar-roy ame) mV Mom Mm iqahe)(-vaql-yqic-(o@-Mc1eableiabid-mhakylo(-mokWF.U\' 
1dqt-haa Copel Co m-liCoyi\ med at. te-leit-y ecm com-colaic-m oy cole) (-14 qlee olpimeyal\imcreyaal=) 
joyce) o)K-vaqt-mm Mohtolaman'ic-almdal-yqaMabaveclabialemdal-Mer-Vaql-Mol-1iorc-Rdal-Moltchicig 
exo biol 


Ultimately how did the game fare? Most reviewers seemed to want 
qakeyc-mahenaavolehasucoyaai'cole pmo) Gal-s aM \saloms doa'al-a\(-10 Ms Koy a Robed oyhamaat-\er- VAR alos 
[EWaalel-tsiccvo md al=mst oyham als) ae. le(-mosmun/ J. UN iai\dabkelamci-1-saal-yomcomnalabloyiadars 
parser somewhat? 


davigl aimetlomaalerel-ye-Wc-lhim (lle eleha-lohc-yalgenc-mi'i-ia-w- lag -reLont mie naatale mae) 
1m abkered(<e- Vad at- hum oloyhalamvom im oycojer-Volnimntc-\samadal-M ol-t1mn ana g{-m com el—) 
LEVOh a Ved abi ale mloyqal-idqhbatem qQ-\)\am menate(-1a-1¢-Nalom ol-ceyeli-m-» qel-leiuhale! 

oy qat-idahhatem qaloyc-Manbhaqvey cob lpm olbhm Mem at-\ic-McoMebk-t-leng-[-Ba-ler-laethalemaal=) 
parser - I think Tim's design was extremely powerful, so if there were 
Wahime) alos acevoyaqubatet-wamm’)\¢-1| om me pbl-\1-Mdak-1 me Ml el-meyamaqt-n 


FV o}-3 0 ¢-\o1 am Grey alex-jolecm c-bamhalcomonnsacersltal- mi \sal-sam-baMmebal=y qel-teiccrol 

(oxo) qXol Lok loyal oy colores aim com-halem-salomedal-shamojolelbtslahbale m6) elolamaceyaal 
PaXCLGatahssKo} aba a3 cee l-mat-Lom-lAi\chiscwe)(Habal-omcoma-1acnaamcom-halemelom-baleldal-ya 
IDY-1he- Wem ahebqalolencolblcm-loht(-sqauabndommcvom cole (-1dal-san)\sneam.Walohim@scolendccioler-mal= 
s Voy d.¢-1e Mosauw Mal-mcyaaiia.@ialem ale) ge) gm-WmarolemCombabioleroyaau-w Mal-m noid .dtalel 

f= Co) aco) aus WaXe)blesamdalomer-haal-miic-KwahabacsaX-ropm-llel-shqmonal elo) ekva\cre MBN al-atc=y a 
saw a release. 


AY" L-Mo hfe Meroyaqho)t-1¢-mdqh-mer-haql-Wmoyam-hal(-)- Ki mes al-Bioyaqat-lomdaveyecesamia-iall 
probably needed some additional testing, and it is the last Delta 4 
rYohicyqhabha-mm Mal-Moyalonhatclmenit-m ie le- malolem Com Mel-w Abid diatom a (olaco) me's 
hahefevoyaal 


WW aloMer Neato ic tomel-ai(-llojel—om-Nan-y ami ciated ice (ec) gm- hale aqt-\o(-macllmbly-moymaat— 
SWAN system. I'm not sure if we ever finished all of the graphics - 
SAP AW Nb Ryelo Moh bac-yccvau@bagt-le(-vatmio) mobhax-yc-val@at-Heokuc-Ne-Molt-laioreaqtmojens 
there were definitely some in there. 


| aya pbk qak-\o(-m- mere) ohimosmm Mal-muyaatig.di are mle) age) ar-aie-bit-le)t-mosall ali-me)’ sal 
[now defunct] website, but has now found its way onto several 
adventure internet sites. It is called Titan Find, apparently due to 
“contractual reasons”. 


Yes! It's a long story, but the gist is that we weren't going to release 
the game after Activision withdrew their support for adventures. 
yWatojd al-1 mexoyqahey-lah'meal-yaM-le) ey coy. lel al-rombl-w-loroleharcieloblbler-yqlyhqle mam ole ne 

1d aX=y' oy do mecoyanug-Koigur-lihimeolelice(-tomcome(-luai(-yar-Mer-haal-mer-li(-\om Mie lem a lalomce 
1daQ-yhamopblelucyal—y am) (-molelatar-lelojelt-romadal-LMahit- wu olbn mio) mic-NalolbEma—-Floyakmd al= 
forchaatomaKcatc-y am qat-Col-m hm com d-) (1-115 


-AC) 


hem Loyhat=rom-Mko} ate meh-jmo}msDI-1tc-M-m- bale WV 0)<j0 ¢- lem Oro} aler-yolmer-naatstsmear-har- he 
Yoh qaXom olovhahmolar-baveldal-sanit(csq-maatcsqne le) al-\ombamen alt=) arai-a)\s-mo) aid aloe oy cotctcp 


Beast Enders always appears, but was really a throwaway comment 
Vahdabhau-baMhaltcvaracsat ig 


I'm pretty sure this was a throwaway comment, though I don't 
remember who I threw it at. In any case, there was never any real 
si\foyd ae oy al- Koya heme Wah l-W im 0) co) ey-lolaim- Me lololemdabhale me- tm mer-halalel-r- 4 
EastEnders! 


Introvoid was reviewed in early magazines, but never appeared? 


hace: Wa Covate mubaal-m-lerom alo)‘ amojbialmel-lil-\'(-Mdal- Merl batter be-Voabr-linas bier! 
1 Cotes Calf moy Mm nghag-Mioylomm aida. mat-\y\mund(-w-Nalom-Monhai-yq—yahamntgel-it- lee 


mec Vaeye lam Galiesalecmi\cctom-baloldal-yamelt-habal-rom.Vel<10¢-le1m Grey aler-yolmer-baal-me- bare! 
od alomiiahe ame: Mic-sa\m bake ace sbnhalem-icoyatdusat-m-loleleimeceyahanal-saht-1@-1Jepleyat-le(cn 
bolbh al .(-1 eco mer-baat=) mhalcsy areca) mi ahdam@dabatcm Alco mabhaltcremeat-harielesie-haler-l 
soya qn i\e-FomokoyalomoyameauksMer-baal-mmhaXeliblobnatemudal-mnavelUeksKoyameym\yt-lepal-iale 
Yonge) liserots0 Us mecigehabaunalem/\c-lust cere) (oleh aime nah e) alletcrg 


We did a fair bit of work on Parisian Knights - I remember we had a 
fol haqkomi-yecshoyamoymd al-Maha-jae\-loqaloyamabbavahbatem-\meyal-Moymidql-mue-le(-B-lale\i'iy 
ENavomiqe tle m-r-lgunq-M-oyaal-Mlonic-latmelleniaky-lo mi \c-1¢-1 cere) (oli am baat. le (-\-mauatelbledal 
they weren't quite full-screen). It was aSWAN game but, 
unfortunately, this was around the same time that Activision were 
qakeyishatem-Niichimicoyaalr-(ohtc-yahuend-\-Mmlomdq\- eae) (rei mi ic-\mal-at(-) moves gaye) (-i\-\em 


A special Spectrum +3 version of Bored of the Rings, also destined for 
the ill-fated Sinclair QL. Also known as B-B-Bored of the Remix - was 
id abicwm i bFsjar-bam=.qoy-halol=remtc-sacsloyameymudal-meyalephat-lmer-haal=¥a 


hei tm Com ol—e-Naim-valat-balec-tomid-ye:sloyqmeymdal-Koyatenhal-lemelbhmialdalyoyaqt-mal-y i 
sqat-\X-y atl em se heat) audat-FaM [bEimcoli Cosi satalem zo) qelom-hale mc) eor-Naa Mm al-\\my-ye1aley ars 
sob Co Mexoy'(-y mad aX-B a-1 moy muat—m t-liCoyiclahiomm-litoyi shale maqt-mcomer-laoloh'mdal= 
s=yaqt- Wu aXe (-1a@oymual-Wolole) cma! (-Mer-var-Vnalhimentyeqbhyy-le mo ryhale monty. ¢-m loyaMdal=) 
a) Pole na md quhgl al blot colon ehic-c-m loyamdal-Me}M I U1 ¢-Me(-val-1e-llMmecey aby lel(-va-re 
Colom ehakc-lht-le](-Bxeymontiaalelenuleyae 


After the release of the second Quest game, you discussed a third - 
The Quest for the Holy Joystick - The Search for Yaz. 


Io Coy alma =yqqv-vaqlol-) ad aht-weyal-me(-inahatemcl-\ioyatemadal-molf-Vqhannglemir-Ve(-m 


A preview of The Enchantress from Abstract Concepts with 
You @ot=y aks} glo) ecw 0) Ol=t- bare mR aMaic- Nao) brmaat-ler-VAnal-s-w- bale manbauccrom-lar-maqley a= 
RPG-like game — how far was development of this? 


This was a title we discussed with Activision, but the focus shifted to 
MindFighter and it never really went much further than some 
ro =S-sfe pakcw- bale ma qkolel.qbholce 


(Efofotebatte faim Orabi=) mn '(oy alo pmr-bavo)da\-say.Ve)<10 ¢-Yo1m Gre) aler-yelmer-baal=¥a 


aM ahicM i teehbl-mcomel-mdal-mdanigem.Vel1u¢-lorm Gro) alet-jolt-er-haa\- Mem Mer-hg. amo! baal 
uh dC Momo) i Cohi' md al-maaloyc-mavhiveyaler Wa -lakit law Cat esi i i-menlom- Mlolmeyi 
(oki fepalai (ord. ace) and aut-Moya\-ym ey bias: lol hiai'(-maX-a'c-y al at-\o md al-Mel at-lale-m ve) 
develop it. 


The Malinsay Massacre was going to be the follow-up to Murder Off 
Miami by Delta 4 and CRL? 


This was another Dennis Wheatley story, and I know there was some 
talk of me adapting it after Murder Off Miami. But with the prospect 


[Right] The last Delta 4 adventure, 
the unreleased Titan Find (or The 
Smirking Horror) for the Atari ST 
was made available by Fergus 
McNeill on his website. 
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Argued about by Andy Foutledge and 
Fergus McNe1lil. _ 

Typing and fiddly bats by The Jester. 
Pictures of bunnies by Pu. 
Coloured pictures by somebody else. 
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unMOoOYInNG body and shuffled after the 
Figure... 


THE [premature ) ENDI 


And so, Harrison Cool was a stiff. The 
Story was over [a bit like this game 
paige es te The only be feat ts left to do was 
to decide whether to LOA a Saved game, 
OOPS or BULT to restart... 
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roy ma iCoyd.ahake Moy aWw Wal-m Ore) (o}) 1m O) mi Ete r(omm im catey'c-le mom ah c-Valat-Wat-leraaile-vae 
and that was that. 


| ahatclintgu a=9 ae pbrcm o)(-Wabalzlomr- msl e-hanlile-bacm or-N colonia bale Me bksieibist\-16 me alomleKcr| 
with fellow British adventurers Level 9. Called Gross Encounters of 
the Worst Kind, or Bizarre Wars, the game was to feature Nuke 

AW ASAI hadsyae- bale mr. makoss1 aoymo)t-hie-1e)(-mel at-be-leitss ace 


aM at-Mer-haat-W' ctw vonl ol-e- Wi o}- 1 qoleh' mo) ml = o}iYole(-m AVM WNT -\)\ mia Kojol-w-halem (mente! 
make some progress with the design - I think there was even a map, 
hale Mol-1e-Wht-mey me) o)(-reit-w- hae Med ql-tc-Le1(—) cM al-mci coy aidbial-Mic- Meloy hate mice) 
Ko) | Kos (Vaid alemaqvoyis(-m oy c-1agtmellosy-lht am olvimny\(-Mol-yanqhit-l\mchale-cemcom bal |(-\o1t 
some other sci-fi references in there as well. 


WoleMom-lAi Ve hiscw-Kobqahhaclom M-a'(-] mom-baXe mm) ol-(obd(- Nuovo mend al=m elol(-saher-lmoymDI-1he-| 
ME) Coy grads] dunale male meaX-seantvoranalelvolent as 


I always liked the Austin brothers. We'd spoken at various times over 
the years, and I'd been to visit them in Weston-super-Mare. I was 
cy NN ht a =s- Le (yan Come (1m qahimat-halel-moy ai. @vole (mm M al-yianc-lelanalollole atm ie-1 
FNaat-vAbate mam oy-haaleibitclahtmdal-yhavaU mem-baleMAMy cc Ve-limdal-maqveyq-mnaqyeyqoctyatce 
because they were the innovators who consistently did things first. 


They knew I was eager to work with them, and Star Wars seemed like 
hae) oy'aloybi-Mel alo} lex mcoy mel-tcolehiam-yomdal-yamolen aver al—re hbLC-- like patron 
Lug (-lom Com qat-V.c-m has al-}ojel-yae 


D}Ksy-ho) ofoyhahuhate | \iamhmonlonamar-yo)el-r-Nar-Nalom\(-m-haom (sam Kom oyalel-sar-hanyisarent 
could have been. As part of the Bizarre Wars project Fergus penneda 
novella called Star Drawers to be given away with the game. He 
qa1gb ua al=rom Come al-mobe- bau Wii aniccr-h cme: hee) ae bale oy-lolol-omhmelenanhalcom-Mmaclinys 
blown novel. 


Pawo and atom bbaver-s coh aaleyanrolelcm-salenhalem/\sndaWaVeiWhtsksKopamel-loukebhalemcemex-t-hi— 
RM haley coriasnalmolelolbksiabnalem-\ont(-yqhqbed-tspulal-) ceiblmanehale mone anks 
Kohtccsquapna hate m olelolecwe- hae mdal-ma-saar-bhauhalem.Vol-j0e-leim Ore) alei-) olecw- harem DI-]ht-W-) 
works were shelved. 


I think the games industry was increasingly focused on slick, fast- 
vaaKoyiatale miak-1bl- lt Mal-y¢-ewalordabbatemitscoyalem \shdamdat Vat hm'rbmeat— 
fohbg-yoqaKoyaMdal-mat-laehiic ham c- Two roynale me- bale Miu) c-\-e-rom aq iv lel gi-r- ly (-) acony-11 6 
By the time I was at SCi, accompanying the sales team to meet 

oh Ej aalolbhvoy ama i'(-matesbig-to mi \¢-Wat-Voll ol-14/ (1-14 mom Com ROR-\-levey qlok-mconene-lek-| 
Job atd-) ec-Lac-s alu loyaem Cole ib L-imer-hamm@elomdat-\anshdae-Mi->am-lohi(-salquna—s 


Jo Comi\coy alo (-yauhimdal-ms'sat-iai\ Co)ieamoycovaqhela'c-tm-Meiad(-M athe) q Mem imwaahelel al 
qakey c-wagiquuhuht(-mcomeli(el.meojamdqinalet-Mmo)a-1(-(-) @- Mm leyigey-lommey a@-lak\i'i-1¢ 

ahd huhe)K-trel aKoyler-mebl-\-10 (oy alms mdavnal. a oloynalm-Valemeltel aie tmdal-mal-habic.\| 
successor to the text adventure, but I feel they're very distinct genres, 
Venda Mouhai-yq-yquarcieqcyalendat-w-halem ict) alenyoce 


| DX oy at Re (=e qt -w i's coy ale Mam Ml Conic-Boloyhaia-Nale Meltkel @or-laqt-t- Mam olbial Mt(omaloat (v4 
ole yicqre Moy qX-Midal-ve-m ma ablhtan-ligndat-lar-nahtadauiavem qablefanu@lat-\o)el-1qmmelele| 
fong-yol afer qe hb ung -M-M(o)qaqloya-munqal-wmnaqteyal-ytar-ValeM-1(oy¢-lel-MJ0)-e-md athe conde 


bol bMat(-m cs aqKohtc-ro mm aqkossimey moon auhal.qcmcomDI-1tc-m-malo\\maceyaaMicelen me isal 
website, does this signify a new chapter in your life - even though 
Yo} als ol=e) 0] (=m co} ama (=10n}o)b m Ko} de (104 


IW Kok-1 my ol-roye)l- maton im cake) \maql-W- lena: lehdaloy mmvom qahimeyaluhal-m eo) q-t1-9 ale 
reflects that more than my adventure heritage. But I would still like 


[Right] Fergus, as he appeared 
Vcc) Cexosaahbate mtcole com abiswcolaaaX=34 
website. 
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Com qat-¥.¢-e- Mm a-1ap beam comnalt-yc-loquhi(-maloaloya@-ha-ioyqal-Moloyhalam-Vale miu \olb liom el- 
fon gzy ha him MoxelblKomMevoyaqloynal-maqh'm-y.40\-7 a= qle-m-w-Mer-haal-Mel-\slenal-y qn iiandamqants 
experience as a novel writer. 


oy ar-Vohtc-y quab bdo) @t-Vahimveyameymnal-1¢-Veiahi(-malouloya) mvomagt-l.¢-B- Be a-r-l| 
shaqy oy: Koi omd q\-Me (yah cow attic q-jolessia lola miccy-]lmlomd at hmamer ham: laa c-elma-r-le(-va-y 
ako) ay Leksimer- ha qi) cam Ml al-y coc Moyle fe r-yar-lelen(-yaler-Molehand al-y qm. Wale Minin \(-Mer- 84) 
LOR makes biq-melbim alo) mcomon'c-1cevoyaqt-mdat-molr-lucoyaqa mith (-Mmdal-yaMdal-Barhabig— 
Koy halo ht=Me(-a'(-] (0) ol-14-mecolvlCoMel-mii-1 aim» conlabatem hale (-\-\oR 


AViVM ake hau ak: htgom ol=1-3 almicolen ay el-sasvo)al-lm@anles atcm- haem (on i\sMo}mtcoluh mere d21-) a4 


a atem Coy) olovbaheny'c- Kom ey coley-lolatmdat-vaM cc Fw coy d.ahale mes aWiUibice(-)m@Oii 
Miami, but that was my fault, not anyone else's. Luckily, there have 

| of={-v aM Colecmoym abies at-wame(-iguhavem!.qbianql-¥ ql O}om- land al-meve)(ol-vaMvloyisiulel @- Nir haeks 
Koy a afo) (fe MO) mw Wa T-w adiagte pms ian ale mhamdal-molblom-Valemeontvei lt yhale MD) -¥.W Ms 
ahd aM Ry a qtal oa c-huel al-1aemcsnalenh ale ml Mob CelaM i (-moy'm Wal-M-hale ml al--Vahale miha-vel ale) 
colbhavemdat-mar-llm i dahi(-e\-lauhalem phono) ar-WA.@l Uh leigolr-higm-hale me) mee] yh at— 
meeting my future wife when she tried to sell me a photocopier. 
Yeah, it's been a pretty good career... so far. 






















































DESERT ISLAND DUNGEONS 


HMS Delta 4 captain Fergus McNeill is the castaway, 
all alone with a single power socket and five text 
adventures for company. 
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Ue Wiasee- eo Coy a=re mad al-m} al-(-9 a=) (~10 f- hae -Moyme- bale bau Koloro}a atten e-Hac-rom-lonic-squueba-m- bale mmeveleye)(-10 mi \ahdaM Dlevoreit-F-wa\el-haalwecelolunaal= 
exosaat-1e bKem a ahehatemmdal—mer-baal-tmdal-y' mente mcole(-1dal-y ap iorciqsar-(o mice el—molam aah) mula 


THE HITCHHIKERS' GUIDE TO THE GALAXY by Infocom, on a Commodore 128D 
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Peril Sensitive Sunglasses, which might be useful on my desert island. 


THE HOBBIT by Melbourne House, on the ZX Spectrum 
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JEWELS OF DARKNESS by Level 9, on the Atari ST 
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KNIGHT ORC by Level 9, on the Atari ST 
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TIM GILBERT 
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but in 1983 The Quill Adventure System 
created by Tim Gilberts and Graeme 
Yeandle empowered adventure writers 
id aomi\coydtomeni (ca 


a 
a 


oral HIT a 






PaWit=s @OK=a'co) K-16 | \VmcT- Aish ale miko) ar-Mcynalelt-bhay.Ccu me aat-Volauhal-er-Mico)ebale ms ibaa} 

Said ol-yaecm-salblsicoye md aX-m aX=]\e Moya qulcwr-ldal-) em aM=1(-1e16 col anlom-sale shaQ=(-) ace 

lo) bike Wham an coyaatdal-maakeyaaX=)ahend atom aal-Volahbal-mjolenaq-(omhaltomesi-Me slo) \c-hae! 
Sri ol-sacsm caerolepabksi-romdal-meoycelene-baahaqhhatemc-t-3al@l auicw-Yo) aly ololcs:\-131:\-16 B= hale! 
joy coyaqbact=io mm Com-1b he) ololamahsaamhal oloncjonhalem-Mer-bac-)ani\senanavem-ceyia\s-b4-em Mal= 
ZX81 was quickly replaced by the more capable ZX Spectrum and 
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small ads were placed in Popular Computer Weekly and Your 
Computer, showcasing games such as 3D Maze of Gold, Munchman 
and Bear Island. 


They tried pushing their wares at one of the early Microfairs, but 
sales were disappointing, with Howard recalling in Gilsoft's diaries 
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visit Gilsoft, as it was local, to check the quality of their software 
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teenager's bedroom but the software was well written and the 
teenager [Tim Gilberts] knew what he was doing.” 


[Tim Gilberts] [Graeme visited when] we were still in Hawthorn Road 
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1982 after he saw the advert(s] — he also indicated he bought a copy 
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article by Ken Reed in the August 1980 issue of Practical Computer 
that described an adventure interpreter. Luckily for Howard and Tim, 
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writing games for them, but was rebuked. He recalled on his website 
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Graeme showed Tim his work, and they both discovered a shared 
interest for adventure games. 


I had [...] played the Artic adventures. [...] When Graeme presented 
the 'method' I wondered how they were written as they seemed 
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Graeme agreed that it was easy to create games using the approach, 
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reloading to test the changes. It was all done using cassettes so was 
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was needed was an editor. 
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reviewers such as Mike and Pete Gerrard and Keith Campbell. 


Mike [Gerrard] arranged a night out for Adventure scene people after 
one PCW show which I went along to if I remember. We were always 
in frequent contact as regular advertisers and as a source of 
newsworthy announcements. [There] was a real focus for the hobby 
for quite a while and it seemed to indicate that text adventures as a 
genre could stand on their own two feet. That was a hopeful sign 
with the inexorable rise of the arcade games. 


The cottage industry grew into a full-time enterprise and quick to 
grasp the commercial opportunity Gilsoft ported The Quill to most of 





THE QUILL - UTILI 


— 


Jeg 





Graeme Yeandle [Left] and Tim Gilberts [Right], authors of The Quill and 
Illustrator Graphic Adventure System. 
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the computers available in Britain at the time — The Commodore 64, 
Oric 1, Oric Atmos, Amstrad and BBC Micro. 


The presentation of products flowed with the market demands. Gone 
were the early hand-drawn, pen and ink covers and in came 
professionally produced, and now iconic, gold quill motifs on matt 
black backgrounds. 


Again, I think I have to credit my Dad with deciding to do something 
more professional — as with the other games we produced one of my 
school friends produced The Quill cover for us initially. As the sales 

were much higher for this new product the need to improve its shelf 


TY OF THE YEAR 


One of the clearest winners of them all, THE QUILL, by Gilsoft, 
finished with exactly twice as many votes as its nearest rival - 
POPULAR COMPUTING WEEKLY. 


The Quill has been voted Utility of the Year by two top home 
computer magazines. The readers of both ‘Crash Micro’ and 
‘Popular Computing Weekly’ have overwhelmingly acclaimed 
The Quill as their favourite utility. 


Why should this utility prove so popular? The reasons are 
many. The program appeals to people's creative instinct, it 
can be used to create a marketable product, and is easy to 
understand and use with a very user friendly presentation and 
comprehensive manual. 


These and other factors have ensured the regular appearance 
of The Quill in the charts in direct competition with Arcade 
Games etc. 


A product such as this is a must when it comes to stocking up. 
The number of people who enquire of stockists in their 
vicinity and where they can buy The Quill shows that people 
will activity seek out good software, thus ensuring a healthy 
sales level for the retailer stocking such items. 


appeal was obvious, if it was to be stocked in shops rather than just 
mail order. 


To further improve shelf life and appeal, Tim Kept a keen eye on the 
competition. Level 9 were pressing ahead with unimaginable levels 
of text compression and growing sophistication with A-Code. 
Melbourne House had impacted the genre with the same hammer- 
blow as The Quill with its use of pseudo-intelligent characters, 
graphics and Inglish parser in The Hobbit. They were all influencing 
the ideas and concepts for new features that Gilberts and Yeandle 
added to the utility in a series of revisions. 


The versions were mainly bug fixing although thankfully mostly 
minor and none that I am aware ever affected the database integrity 
and I am not aware of any that carried through into published 
games. As we produced for other markets some changes were made 
to allow language variation and improvements were added as we 
created ports to other machines. 


The main drive between the A series and C series Quill on the 
Spectrum was to ‘backport' some of the innovations that happened 
as other versions were produced like the ability to edit system 
messages or manage object attributes. 


The Illustrator, coded by Tim, arrived in 1985 and was another 
premium priced add-on giving creators the ability to include 
location and other graphics within their games. It seemed a logical 
step, as other mainstream publishers had started to include more and 
more imagery in their software. Visuals it seems, became one of the 
driving forces behind good game sales. 


I do not remember them being the specific driver but, in hindsight 


MANUAL MISTAKE 


Graeme and Tim were meticulous in their efforts to keep their 
software bug-free. Unfortunately, in 2010, after 20+ years someone 
spotted a mistake in one of the manuals. Tim recalls, “CHANCE 10 is 
meant to succeed 10% of the time, so the manual should say 
‘succeeds if percent is greater than or equal to a random number,’ so 
who knows if a game out there gives too much or too little Gold 


u 











GILSOFT NEWS 


TRIUMPHANT LAUNCH OF THE ILLUSTRATOR 
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Pam, Howard and Tim Gilberts manning a Gilsoft tradeshow stand. 


they would have done so. Our authors would have been at a 
disadvantage unless we added these sorts of features. 


Tim told Stefan Vogt in a 2017 interview, “I think it was just a natural 
progression and an obvious add on. [...] Games like The Hobbit had 
shown that graphical adventure games sold in large quantities. 
Graeme as a purist was not a big fan of pictures.” 


I think the problem is usually that those who can write do not 
necessarily have the ability to draw so then you tend to needa 
collaboration which makes the cost of entry higher. In many ways 
The Illustrator being a separate program initially, apart from the 
technical ability to use all memory that gave, was along the lines of 
expecting different people to do that. 


it was released on every system with enough usable RAM to support 
the extra requirement. Being as efficient as possible was a major 
challenge for Gilsoft, as every single byte within the confines of 
British micros could make a difference to a game. 


The Illustrator was another example of exemplar programming from 
Tim who used a clever approach to overwriting pieces of the utility 
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implement overlays in PAWS). For it's execution, instead of memory 
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shapes filled with patterns or colour. 
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was there in ZX Basic and visually in games like The Hobbit. I also 
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been written in house for the development of The Hobbit I assume. 


Artist Terry Greer who had been commissioned to draw striking 
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Gilsoft set. 


It was an amazing job - I always thought how great it was that it 
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With such a successful product, there was little surprise that rival 
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Adventure Building System, and Dream Software released The 
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perhaps Sean Ellis and his Graphic Adventure Creator [GAC] 
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ahead of rivals. The Press, The Patch and Characters were all added to 
what Gilsoft now branded The Quill and The Illustrator Graphic 
Adventure Writing System. 


The Patch, developed by Phil Wade and released in 1985, sold fora 
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drawing system, and extended the adventure interpreter with basic 
sounds and a RAMSAVE and LOAD facility — a feature that modern 
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Finally Characters was the last add-on, by Kevin Madocs that allowed 
easy editing of the font character sets that games used. The suite was 
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Adventure Writing System into a single product. It was an 
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Professional Adventure Writing System or PAWS, took around a year 
to develop, released at the end of 1986. It premiered a new, advanced 
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emerging 128K machines — some with disk drive support as 

it halet-naem 


You had some erosion of free space (about 7K) for the 48K machines 
Ni ahtola Matic Kom dalem-jeq—yalepdameoy am i ¢(-m@100// Mw .Ueoymd al-m Ove) aah qatoleloya-mor 

YoYou qal=yo Mm Ko ol-Mep coy lanatem@- Monk) qceliCon\snalem sahlelamveyviiom-liCenmdal— 
overlay system to be implemented. Although [PAWS] was supported 
on tape you can see it was really to leverage the Microdrive, 
DISCiPLE and OPUS [drives]. 


si a-mo (fon ksskoy aM combalelibrel-mepe-yolahkere-balomhaayo)tqsaa\-sqher-W alsa) Vm or-Nact-) ary Olene 
the Gilsoft team. Tim supported both, whilst Graeme was reticent, 

1X1 bhale mur lero) oM@1bhahal=st-wnam-Nambalccsatsl=a\amonaal-m\t- Kw aonabanbatemolbhasceyaicsy.at 
adventures. PAWS’ parser was good but a lot of people don't want to 
know the difference between an adverb and a preposition.” 


Md qhhal a al-Mc-liqnday-lamtcojbmon(omalelmal-\-oM lepe-holahler]Mem-Vac-var-llmiialemieyaat-t 
lolol ohm hb eae hukoyalmaahhy-yhate mi ham-Wavo\'(-] Mam Mdaloyi\mroyaal-mene-t-lmel anion yam 
Jofofe) ecmat-lomdaK-vaamdakelele fame’ Ant.d om COLUMN Mra qt-\o(-mdal-mer-baat-M (ci mece) qhavecanale| 
FVmaio)b mellem aloas q\-\-\o mi com-(-t-hcolaM io) m-».c-Lormdal-melane-Vy-miidailelamcyovaal-m— haat 
Pr W Pome rbaal-w- have mevoyaqhaqt-yaert-lmer-Haal-cma-le [Pingo mComdal-yhme(-leahgal-y ale 


sil al=m oy-b es{-) rere) aay eo) blet-Lakoyalsw-Ne-[e1¢=10 Ml ololdalmolt-hia-sar- bale mel-ai(-1to)el-1 a 
Whereas PAWS simplified routines that were laborious in The Quill, 
1b Lol aie- Fs ©} ou inhale m- hale MD), <@) abate mo) o)(-eit-pm has aat-Volom o}-tsylomeroyaabaat-bale lm aako} d= 
hha foiblUumcom-1b ho) ele) amr. tom al-aimerolel iol ol-mocolene-baahaal-\omr-alomaealblsmaigel-iom oni 
the player] in many different ways. 


LOFT -Woy md at-\mecoyaayo)(->ahatmal-\-co(-lom com ole) le) (-mm Mal-Meib lio gam col beanie) ce! 
parser version of The Quill we did for some software houses was a 

eo) c=req bh gsyoy ae-alomacr-limtar-Velonq-tt-1-1o md alow qqt-bhamal-l-romcoyar-Vol(-lequhic-1mrem-lileni\, 
qablhaheo)l-we) ey (-feqtmul.<-Meve)] (oon q-loM .<-\'c-mcomol-mal-halel(-tomham-Mcyhaahelt=y4 

CV} qhlolaMm Royale mia ahalet-Moymecoyaqyol(-» Meroyaqhaqt- hale l-e-ha-moyatcyam-Mephaqhaallel.¢ 
unless used consistently. 


PAWS was released late in the commercial life of text adventures, and 
wasn't as successful as The Quill. Mainstream developers such as 
Melbourne House were still using The Quill to good effect, and many 
rhaXe bK=Mo(=a1(-1Ko) ol=s acmr- Lio s.¢ =) olan c-DaGaMn\ahdaldalom-yhaahe)l(-) ame) colone leimm a (-hanalzvel 
conversions were never released. 


It was always intended to produce a PAWS for the C64 as the next 
Joo) Styl have molk-\akoyaqqmelbiom-veyaq\-lateyi'meoldal-yadqhiaket-mcole).@enti-yar- hale Mh e-T- 
saKentdqy moxeyqaheli=1c-loMel-yce)q-mdal-Maqt-ha.c-m1e-lat-rom Com-JNPhaahon 


Syhaletcmcic-bauhale msi tyolneu bhaaMar-lomauehaubhc-lom- M10 leet SaOLmOvAAni (Nas 
consulting business called Infinite Imaginations. It was this 
oxoy aah oy-bahimdat- hus al-mevo) ahuc-(oit-1om Com Gy itfoyim com o}cohtalel-moiaelene-haqhaathate 
support. He also offered his unique insider knowledge to adventure 
companies such as Delta 4, St. Brides and CRL and converted many 
fo} md al-yhats) ol-re1s ab baad ey-Ki-1om@lF Ei (-10mer-haakcssmcomeldal-yame)(-hukosaaahs 


Keys Moya d atom cova manic tmeokeyal-mehimolavoyal-w-valemagt-Wi me) a hamaqt--ahalere-Ls 
CRL's offices. I met Ms Scarlett [St Bride's patriarch Marianne] and 

fo a-Moymuat-Moldal—) ame nh dic ololct-ylo]at al aa atcvorl (Mahal dal-yn @k’A Lei Coy at-lameroy/iaql-e-valel 
veils at CRL's offices [and a] computer fair [...] which a lot of people 

a covantdal-waVehig-valabia-Meoyaqvaquenauint@-hae-bale(—ommbaveliblonhalem Ubl.<-Mer-vac-ael 
and Fergus McNeil for example. They were very enthusiastic about 
idaX-w-Vohtg-yahabeq-Mer-haal-tw- Wale M hy '(-1 4-1 Me haWel at. h¢-(olc-) am 


Sri tyoy ium at-lom- mia coyalem-balom ol-sal-salert-lmi\coya.ahalemacit-ualoyaljabhom\sidaMalsiceibls 
and Delta 4. Fergus was a positive exponent of The Quill, building the 
qat-y(ey@ug! meymauice-lohtccsquaeha-mer-it-lColeneKomi\ahdald al-mcololem wK-Kemcosaaal-lom-malsa\i 
label, Abstract Concepts, in order to write more serious games apart 
from the Delta 4 moniker. He'd used the 4-word parser for The Big 

Sy (=*-)-4 oy OL Uhm of- S110 Moya UES ale Ml a/c U1 /fom olror-Loki-m acm alc\-1e(s10myohaalsidabnale meat. le 
foro) bi Co e-H.com-lohte-bahe-le(-meymdal-mal=a/\ai Rodd ovnavaWaanier-m- bale mow im aqt- lel ahbalcice 


[Fergus] was a larger than life character, very erudite and fun. He 
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[Above] The Illustrator ZX Spectrum artwork by pixel wizard Matej Jan, based upon the inlay by Terry Greer. 


stayed at the house at least once as he had shipped his Mirage synth 
roCoyVaamYomdat-imi'(-mevey bilo Mole) @-hmeohlonte-lmqahbtylomeycolonbleiuloyamm ma-vaqt-iaalel—ya 
avigame(-vaahqlemblomdal-mnamaqveycauhalem-Valombledquanatem-Vamenqualic-yq—rom@r-Haat-lmiiahdal 
Jovaat-mecoyaquaqt=yan@ul.<-mmdal-\m-Mloaal-idauhglemcomeco)blelamiola Mmm ergo) ey-lel his 
wearing a Marillion tee-shirt. 


Pa os-16 ¢-\oiml Oi) alei=j ol esmerey aan aqhacssleyal=rom hahahanaccmbaat-Vephar-Nalolalcw-Balemi\ceya.¢ 
began on a Super-PAWS. Tim based the new product existing code 
written for a 68000 based version of PAWS, derived from The Quill 
Koy md al-m@ J ie-batemdal-waWaal-jue-(om@s od \Umevoyaqhoyi(-s eum Mat-aimat-baal-romdalomatoanl 
mega system, The System Without A Name, or SWAN. 


It was more to support Delta 4 in any way they wanted for a monthly 
fee if I remember — there was no final specification as such just an 
aWhure Vint at) qatar Vale Mm dal-yaMe- Mol) @(-1-Meymeycer-halomel-\i(-llejesaal—yahecw-komdal=) 

fo rc Waal=rcwal-\-rel-yomdabnale fmm han ie- low Move) i (-yoiuko) a moymoyt-(e(-- mo} mevolel-mual-Lmecelb i lel 
Jol=M-1u qu hate mole (-dal-val ohia-Vahimerey aay el-1¢-1 qi @evole(-) aia. Mol Mmoym-1iKo) ama) ir- tm elp nt 
stahtomdal-Mepe-ho) qh ler-|mer-}or-Veylbhut-tw- Hatem lovey all oy-Fy-(e econ aia de] @-y'e 0-1 4qM- (er costs 
FLU ol k-huxeygaqt-wam M al-wcie-Valet-laemecoy aq evi (-)qniic-Kom-p.au-yqlol-romCom-yblejeloyamal-\iis 
Ko LGUN eh McoM dal 1G a ce pb k-Mexeybl(oMat-i(-w- MPL yal mel-a(-](oyom-nalemectyt 
yaniahcoyabgat-yah@oyaMdat-w Ne hem im ma-veal-vealol—ye 


sMalowabasimt-bavemcr-lolatmeyalaidm-\oatc-)qhauea-w.Ve)-104-loiml @xe) alet-jolana-](-1-K\-rombnyhale) 
SWAN was called Mindfighter. It was a gritty story about a psychic 
boy whose life is overtaken by a series of traumatic events. It was a 
departure for both writer and developer. It showcased the first use of 


loyhuagt-he) else meng.) e)qhletspmasr-lomncosaal- Monts). q@onahi-mmM al-tq-mu\(-s4-mold a=) am Volor 


Yo} gal-Moy ime alow .cy' Mav bavoqaloyaKwi(-1¢-M alo) meal leroy amo g-marlintmd(-y ale) (= 
MEL ag moymaaglelot-iq-toM-yc-vauecw- bale mdal-MOxe-leolauletmi'(-1¢-B- lim eyiaaqt-Nomme-idalcye 
idatcWameohe-hiieie ghale mecvomdal-y qo ie-\wr-Mt-hee(-me- hale (-Moy imal el-1-w- vale Mm c-(e Kat 
available. There were also lots of custom CondActs if I remember and 
some forms of LOOP functions. 


Ihahahauicom bqat-\ephat-Lekoyatsm\(-3q-m-lts\om qbhasloM@ohimdasms) ol-habiclamerey aay ey-bahis 
Aventuras AD, a remnant of Dinamic Software, to work on a tailor- 
sqak- Xo (=eup hates alo lels\-m o}- bact-3 ams lo Ml ohtavaWalend=tcmey-haane lone mhana=sJbluc=lomhal-haleldal=y4 
(oxo) aba biyhale mr- Longo) ah'saabay DiLy-)4l-lele) mel-WeNi(-) alibi c-l-w.0 DME Dy.V. 0D meyam Wal~ 
Adventure Designer. 


PcWalohg-t-wat- (om ahl-moy)\sae(=-t-weyameat-m Cc hmcome-l.<-Bimcovalrcncomnaleliblobbatey 

jo} coy ol-vaecyigaglolo) ml at-valolthate mm M al-Meveyaqy oy l(=) aa/\c-\-Ml og Om ol- Lilo Mn coygamene-(-90ql-8 
jokey ames mdal-W a A) mc idal-vandat-laW Ve bebe lidavolblelammdahhal.qic-metlom pem| 
leverage the SWAN work. They were a great bunch to work with and 
Toya atem aay Lihiae-1C-rqucclo meng-1e) qblerw- hale mexolotnale men ehic-e-halem-loyaal-Bii-y alg 
thorough testers. It was a real blast for me to live and work ina 
Koy =r lo pamerolbhahuaiawVidaloeledaMmdal-yc-Muciq-e-lA) cc hie-mel—leje](-mnal- lake mojbimeymdal- 
roy a CeX-w- 1M @rAroyamdal-mol-Vamahqal-wat-Laehg-Moymhunie)y maqt-hahiaqat-r-Val@iayir-tmeyac-yal 
oval himaat-meoycolene-haahgahbatemoyatryiCcMbranelM@e-iccmagicomdal-mallotaldtamagt-ihala'a-t 
lived in the flat above as well. In Spain there was always a mix of 
joX=rey ol t= w-b col eh ale mi colb Moxolbl(om oloybhale-wlel-\-\-mo)smm M Mal-msyoy-Vahlvam-lohic-yalabna 
scene] was very similar, [but] a year or two behind the UK with a mix 
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[Above] To showcase the capabilities of The Professional Adventure Writing System, Dicon Peeke created a short adventure called Tewk that 
forNaqtom olebatel(cmitsheamdal-monelena’ am Mal-yq-m-a-moyalhyaear(-mColer-huleyalswhamdal-mer-haq\-em oleh iapkwaona Mn \¢-]Umol-tle nacre pm- bale MUL\-1Meltcarc-s atop g-ho)ablerm celenenal-icm-havemaal= 
sophisticated parser to good effect. Peeke, a freelance artist from Tewksbury [hence the title], did other sample graphics used on the PAWS box 


for adventures that do not exist [“yet” - Tim]. 


fo) il ol=\o holo) aq merole(-yece-valome-Wae(-mevoyqahe)-Van(--wie)saahhate mm Mal-me|Pt-lahnimey 
fongcholahkermoyaM-acvatadanbatem-lM chem aqtcromabled aly a@- Rm C10L 


SHAUN hale wil tiavetslosalcqyapaat-ba.¢-1e me atomol-yephahabbatemo}mdal-m-salom io) meri eyosae 
shales) ahe-bhabeolona-Mialese-bahar-Vohic-sahaeha-morosqanaahenabagimeceyahananel-romyicciil 
lox=yicoy alo mdal-m-sale Mo}mdal-moroyaqher-Nahiam amelolukjalcsa-m-halem-Leidaleyace-1b lel ale- Fs 
John Wilson of Zenobi and Larry Horsfield of FSF Adventures 

(oxoy ahah ahek=rom com bi\-m Osi isvoy im cole) Fc] lm ol=yicoyalomdal-m-sakemosmaal=me)o\-1e1sabhaae 
fokoyaqhaat=qert- lm ehice 


| ak- yom omy himey alec w me c-igbig al-le mace) aq ms) oy-Hhall Mvole) .@- Mm (elem hal Reler-|| 
@fonic-yaahaqt-yahmr-valomacr-lintm@at-Comuhud(-mcokelom/ahdaldal-mavoyaal-mevoyqavelbhunatey 
Jory alomerqaahalemhaicomdal-M—yqqt-yqeptatemualvcieat-a-halemdal-Menceyudamey Mm mialep ame ie 
is only in the last few years I have rediscovered the retro and retro 
FYohi(cyqhabhag-Mcrev-yal-m- hale mat-lomdal-mulaal-mcome-r-linta-jol-salemolamie 


AVVbidam@xitYosaar-valoum bhaatalobhale mhqicomdal-ms)o)-babiclal-jenats\-1emdal-meiel-jaKeyal 
dap qar-uhalcrem-lololehandal-mek-verlssloyamcom-likoy im conic-ligienac-(-montieglolenelolameyi 
adventures created with The Quill and PAWS. Would their finances 
FWakomCovale(-a1ahqia el-{-1 ame nhai=sa-yaheat-lomadal-aiar-lolo)olc-rom-Mecer-yaleshalemaqvole(-104 


abc Lost mic Lm a hicmt-baved Mi M-VaqW qlol meres ahiahaler-vomdal-Mct-|(-M (-ai¢-]moymer-Haqhets 
s/SolbN CoM at: \c-me ty alc g-Nucro mF ake KolaWc-aig-)anb(-Bioymdal-M ord. abanrelaic-lomnal 
fexe) I(=Yeuhalem-Valom-\onqahbalm bumm Mbam-Coiabt-lmr-(olmdal-Bagl-\(oyalost Merb aal-macoyadl 
things like the CodeWriter tie-up. 


Both DAAD and SWAN were never commercially released into the 
jolblelhKomeKosaat-thabe-halomololdaMt-\ol.c-1omdal-mololbtsiam-balomor-)annal-yalelbbak-ttmaat- le 
Waat-ba,¢-ae-le](-m ey celrone Leia al-\-1e(-1e mm ey adam aalolek-seam-lohic-sahguna-mecesqanaahen ania’ 
1d al=ya=ma\\f-tows aXe) ol- Moy m- Ws a\-0))m o/c 0, foe bac-) a Bb gale-babaveonave-\omeat-ludal= 

S) olsei sab haem \ (=p amreroyaay olba=) aay ico)blce ll ol-masercsarahalem-Moye-Halomnal=a\m-lonheleyae 


There will be two versions actually. When the Next was first 


Wah akolbhqker-lo Mian \c- tw -t9.@ DL Oho Mol. b\-lo mom Meololblelaigr- ici) moymdalol\-o(-yalet- 
Wale Mol-ter-hamel-ai¢-l(ojevaql-yqim@oym-Wic-1a-slo)a Mey mdal-Reol(oW a 0) Amdat-lmeolllomery—) 
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these devices. That will now be released as it is, to allow people to use 
IW ey ae c-t- ms) ol-cere ab haqtomandamaatolel-yaqmcy DB ialt-yar-ler- cm Mal-B veld. adat-Le 
OF Veatm ii: baler-Wic-yd Mat. bee loyal-MoyaM\ (-»qc@powqal-r-halme atlas aap qel-iahaal-valekale: 
sNehdaWabll@balt-repg-lakoyaMrsidamdal-m-yat-yqle(-\oMl oJ. Uc) Gm om at-valel(-méal-mal-\i') 

iC Guh eae Vale md al-M-y auc. Maqt-yaqtoyatamhdm alia. liteymdal-m-lobhcorm om at-hu-meyaal=) 
voy md aNom cer hab n tm dato mow Mai (-yacsKoy aly cejeliom@at-aic-M at-lommnalelhbConhavemr-Vel-lk-miey¢ 

UC Yeot-w- halo m-Wicyimdauhalet-mmeoloyamaal-hic-mi ord ahalem'<-lumUmdal-maalovaal-yah@ololdal 
EV aM ley- ol ane hcokmecey qahey-\ale](-)mcok. WU N,Om Uy AM ler-ie-ley-Ky-)e-lidqroyele sau 

lat Widow at- lomo ey c-r-l mecoyaqyey-huleylahqimi aida oa Miu i-vale mold al—1a-lole Brey alm 


Adventure is the Pac-man or Space Invaders of text adventures, but 
ahd aXobhaw Mat-m@zcrlimaatom(-halorsyor-yol-mey md alo ss auenslale- bale ml 1b hae) el-1-hamer-haatsss 
industry would have been different, more corporate, less creative 
Wale mexolco)bhgael em @r-Halyccmnagt-lephatcmalolm@at-hiahalem Di-sqbicm- bale MankmDyabal.ahate) 
(CI EK SH slole (enh esproy am Malm st-lecolem ol-shalemudg-ho) e\-1e Ml {-1qbn atom @1lo)-\-16 Mm Dlolo} a-¥4 

IN KovmesYood at- Nal .¢:3m nhaaWin ws Ko)/\c-baem-bavemnr-baabihiam-balemcomGne-l-1aq\-mcoyadal-meni royals 
legacy. 


dahbal dur-LomhaWagt-Vahia@-vq-t-\eoy Mbbk-mr-Mene-r-h@ek-\-lmictwehel-mcon ile a-halem-| 

foxes atop ab l=) qler-Moy mr. lol Co) ¢Meomd atcha U-MuAte-re Mel foly-m (omy ¢-\-1qa\-Biolm—y¢-haale)](-mmkt 
Ke. Lye Me l=Vos Kyat (-maaloyaat-yqhecmal.c-MDyl-lom-lepng-t-ihavem com ab bated. msyel-(eisqu haa. vate! 
qahimel at-he-\eit-) auhame(-1nehalem-lelvey dele mcole-lihtmbam-Mmcojellem-lomdat-Lal met-val 

| ol=Yero} eat Me fololem- lm hem hia hb hagm- Halo m Dy-loR-mal-heon) (ord ahqlem-Lauhublot-molt-hic-vomr-| 
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(o [Yo hfer- halo} a 


heat ab lealluhalemcom-r-(-memaat-bahimel-vejel(-mer-1aanalemaunaW@acoaqm-iqennm Mat hic) 
fofoy aT=m m Cont B-(-y hale md atom qal-yaualoyahw-bavemdql-Meonl-verb Ets lo) al-wam Mat Ai(-m tile 
elsewhere it is our little bit of eternal life. At my Dad's funeral I said 
he will live forever in the memes that he has helped create, which 
shakel hbo (<td ghi-m oli glole Moy mabijvoya'm i's anlelaMicmel-yhalem «-rere)coK-vo- hale m-yiac-rol 
ako) me Koyae-yepauha lor. Nalercm)ahdaid alm el-ya\-yaimeymatnalolylelala 
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SYD Ky of) alo (Yo Mo} a @icr Meh t:), diam s{-1er- 1b {ms Mo! (- sion =9 aloi= ms a kolakoyabmr-Halel Maal=m eo) ahiécsKer- lime) colonb lela 
very appealing. It was the first disk based [game] I bought which felt like computers at 
laKoyaatomi\cs) comer. ucol ahhalembnom\ahdalaah(a- 4el-(eit-hulosal-mm aa al—|(om dale) cohaabis\-meym- Ml (o)me)mel=jeldam-Kwnt 
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1d alomorosaaloyhal=rom=saK-(o1mo) mG ak-mer-Naql-emepg-y olablerw-nakemnalepataloner-lmesat-he-le1t-) a: har-livom-liConitsmicole| 
to replay it, and like Solitaire is sometimes not solvable. 
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computing. I deleted the word ‘back’ from before retro... confusing isn't it? 
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of Veronika Megler and Philip Mitchell's 
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Melbourne House's 1982 classic The Hobbit, developed by Philip 
Mitchell and Veronika Megler was a watershed moment for 
adventure games. It washed away its simplistic verb/noun and non- 
graphics predecessors, and set the standards upon which all 
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|aXo)bksi=1 aXe) etsm ol =rer-baak=mereyaabaaleyahelt-\ex-mObankeyaabnar-lc-la'amonimaat-hanabaal= Spang M-hiccHie-Le)(-mae2Wis Muhamed alms) ol-re1sauhaaum PAXss.@naat- lol abhal-mevoyaqleybat=iom\andal 
IMAKz)lololbhaalom eKeleki-mbamdal-mOl @ai\c-kosamdal-Moyenal.qoymel-sbate myo) (omce ibaksie- Nahe Cor-Vebnalemaceyaam-Nam-sqquelr-lco)aualtomyaWkoyavbaamaa\-saalel-yaer-litzom -shat- ha 





VN okey (-) Bl soy atqro ms i coy gala a\-m Oxo) aqhaaloleloyq-Mor- Monts) .qnii-) ¢:}lolame) am Mal= 
fe Co) o)oyiomaabk-m-yebaahelablelbicmal-\im el loiabn dom k-mopa\-moymdalomol=icie 
FYeokonhaleyalsmcomdal-ma-salat-Saler-io ml WAst,@rer-haqten 


[Uh alolo)b hae oh} md a\-m d-1:15 ekeialo}al:mosmls0.Wi/ mms Malcytmlat-lomeal-m lop aon atmolm .aalen \anatel 
1d athena akossiam aloyaal=maak- lol qbeat=tswat- lo m-\oler-ts Cols ¢-b aXe (oy aq ter. \exer=1:13 (0) 0) 0) Axe bks}.< 

| of: FX=10 sake) cake km aaXcronhehaaksw- bake Mevolb lke MbR\- whim Coms1(o}d-m-nalem (er-\emer-ir-m-nalel 
graphics at will. 


| Xo} aw glow (o)o) oy i pmpnccmc-0 ce (igs sib bao) ol-1-bauaqt-¥0,¢-1me(-16m Cond al—m-haerat- tle 


IER ccs augeyahlom-hakemat-lomel=s\-sac-1omGal-m-leac-sahqunasmaat-ha.¢-1M Como) @omaQoatcy ¢ 
Kom ak-hig-meal-mo)e)oloy ade nauigimcom c-1aenaamcomeat-m\\ai(ol-sat-naletswham-NaMm-sauar-halet-re 
Ko} aaal- a bhahalmaeyi\a 


In March 2014, ZX Spectrum revival artist Mick Farrow created a 
ley ¢-bakemm aX=y)mcoy-lonhale msyong=1-1 qs Ko) am Malou elo) o)oyi am ey-t\-16 mb y eloyaMmdal-mopalenhar-l| 


SY 1b ¢- bows oh Lod .¢ rom bho mosamdal-mlel-r-Mmerolaahaal-sahehae md al-immel-(eveyaayelacrtshale me | 
So} d=16 clon aa1=9 4A VAAL elm aaheKelaMc-Ksic-) audat-baMdal-meyalenbar-lmebe-h)\ahalemaolehuh ale 
Yom dalomer-haaKomu'colelvomelt-hialel-1dt-) aml wk-lel.chalemudal-meyakephat-lmecele(-mJalevel(oname 
loX<m at-haobmr-bale macsaatenianalemeal-mopalephat-lmenc-aiahalem-iqbeemJaleeltom ecoyialel= 

0] (=ahqgimey ms) of. ex-ms ko) au at-Lol.ahave mms huts{-1-) aqX=10 Ml .¢om- Men dst- hes lol-t- bad Mal-molColemthal= 
Wako malian colehena\-mo}mdal-moyalenhat-lmer-naatcmi'c-komoy-bhabaellAvacl (oy) Amosac=y al 
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Asad Ws Weroyaahey-batcye) am el-1an\c-\-vamda\-mey aces harel| 

fo pg- ho) abletsmacoyaamda\-W-r5),@arc-yacskoyamem-samecelibhaahall 
ENalomdal-merosaahaquenauiqim-salar-baver-romnaqt-le(—cmpamdal— 
128K version [Right column]. 


ohEsiu¢-Kouuhale ma coyaamdalomer-haal-yole-har-Kom colo mi'cBAUcre m-ham-le(-mcom-sahe-) adalomal=y ae 
(oxoyaqhaat-balen 


Einar seemed to make a start, but after a flurry of initial activity, the 
development seemed to fade. Then, in May 2015 another member 
‘ore N (ato a hie-baaloy alm olescicaiom-mahabkcsaX-veint(-) e-sho}amey md al-m-yalat-baker-lomer-haak-moyal 
id alow) Loromcoyauhaamdat-Nurcy-1-saal-rom comolenl(cmosamdal-meyacepnat-lmmlel-r-macosaal 
Saukas. He wasn't impressed and complained that it had been 
1Uhavol=sae-l.c-saMntahealole hal ahicmereyal:\-sqhel olin ale mere) alse (=) q-10 MB AC-hic-Baaloyal 
sass} ofo) alo K=re Ma me (olqnaba-roMoym-llmdal-mejonlololubale men c-sauhahimelcic-iCcmhamaals 
(ol=\1{-1 Ko} oh aakesahanean ccr-lomm-halemex-rerlol-romeak-moval\vaniicchiaid auicmd abate m/\\t-lmerosnate, 
1Vome (-1mre Loy alom\c- Fm Rmecio) aqX=10) alow LDES]mre batc=ie MbaMr- Bae merolmeyal’\sid ale ham 


BM alouyepbt-lele)uhalemecoyauanane(-1o Mm \ahdamey-10l.c-M-aiccrahqer-linimololelervauhalemants 

(oh (Vaal ol-a¢- Wha mUheb aXe) m”AON Rom co} ar-1l mcomelt-hiambatelielebhale meal-m\o)hqei-merole (=m Koya 
reference. For all intents and purposes the project had been in hiatus 
for several months, but was fairly complete. Saukas even obtained 
Veronika Megler’s blessing under condition that it was available free 
(o} od ak- hae t-mmei(=t-h ahi acie-hehale mua’ \c-Fow-h ale hae l= ol-qlol-sananccataisslolamalelt 

jo} Coen blex-1o Ml ohialai-t-baaber-b atom o}aohialol-\oma-si-)d-saker-mcomdal-moyalephat-luntc-)¢-skoamm bal 
1dal-m=y alo Mme (-t-josncomealcmnataekesahehalemmdalom-valat-baletcomer-baalomic-Fmico1ll 

1 aLOX=H atc =16 PMN @- Mt e- Bg aloyae) aloe liom el-mecoyalepe-Nublr-lcslomeyaleacit=t-bshate m-Mclulel.¢ 

oto) ahale mahabacsaXzre imo} cole lb loi ama d anim Colo). ¢-mend-t- lata Mal-waloovoyimimaahts 
ieMIColUNGhCom-Voatc-yahauedomer-baalom-Nalo md abacmrs-s ¢-sko}amelol-\wnm oe) cole le Mr-Hale Ml Ko) Ais 
(os ¢-} oa Ml a bESM Kolo) .¢- halon q-ronle)(-1Mn\(<) qm LULL aryo}aal-moymeal-meatolelelalecneyi 
grateful forum players. 


Yom at-har-lololonandalsmer-haa\cmhecl-lemam atcosamr-Baccy adatom sal at-Baler=yaq\-sa hap harsiail| 
jolecmtacm el qomdalomoy ale phar-ltc-t¢-3ko) ama M al) q-8-w alo mel at-haker-mcomeal= 

jab bqXeueKo}ar-1Unqt@m ts» aqme) aol at-Nc-Ko1t=y al ol-sar-aislelenqmdavo)blesal-mceyabhaamdabacr-lol 
suggests that some effort was made to do so. Expect the same 
\o)i=t-lo] (=m olblercm-halombanabbar-Lonatem ol-¢:\-) arom a\-W-253,@er-haal-mmocoyqaye)(-1Comyiaidal 
1d al=meod at-baqaW-bale Mie bei-) ¢-balex-moymd alol\-mol at- lola lom \ f@rmdat-hanaat-l.<-\m Narco) 
jaaX>sqakeoye-le) (=m 





[Above] A jubilant crowd toasts the success of Bilbo as he returns 
Smaug’s treasure to the chest in Bag End. 


@)i (<5 geo] OM Coler-hakosamepe-helahierw-Ncom alten \anameat-mer-baalowr-ll@bakie-Halghimene-hiisal 
bitmaps, ported from the DOS, C64 and BBC Micro versions. They've 
| oX={=9 as) ol=1ecent ena =e bmn at-hiabale maa-shan q-ts1o)ubhuloyalcm- hale Meve)Ko)bh ayer a\-saa\ots 

fod akc Nake(=ye mcomaat-icelaMcyh a @ieat(-M-moleleloy-llmehksjo]t-hi au ai-ydal-y olsmdalomolorie 
element of the 128K version has been the addition of just three 

You (o{-3 aie Ml aXom Coy-Kenhale mvosq-\-sqMn she am hecmero) (olen gael ma-salehhakosameymsyaar-lbler 
hake meaielbic-mconmdal-mopaceshat-lm-leueaveya:Mo)' a x-Nace)\mice-1bhol-1 dem Mal-mo)el-saunale| 
|qXo)o) evades ale)izmepa- he) qhomeacoyaqmdal-m@ic/-me bis}. qntc-sacloyamicmahaanalelarmersie-HiK-ro| 
Nalemol=t-RONGRMOAUAYmoleyat\omm- hale mGat-muhat-lmer-baal-Mo'c-) arclorazi-taMmdal-l@Uly-16 mice 
be a text-only affair, has now been replaced by a joyous cheering 

fon Conon Vand aur- cy le qlolb(-100-moymss}ilolom- bale mevoyaqher-Nanlolalcme-bisi-lom-l(oynusnal 
laahehaayelae 


hekse he pbk-le)(om iid al-id al-y qd aXom=>.auc-Menc-ye)qblerw-Volom-hahtadanbatemoym-jelol-it-hale-mce 
FNam-legsr-Komtaeyaller-banmer-haq\-emm Mal-mhaat-le(-\me-hale(-mhame|lr-lunqigm-bavemeat 

exo) Kolb ham oy- isnt -melaKos-sambauaqt-hahtalcw-Mmehad(-manhar-Nalomaani:\-ml Maou (-\ol.qeym.} 
KE hy mbamene- hy lahale mimic] (exoyaal-mdakeecesaber-baeMnmmtcole maavi-t-mdal-molColar-valomall| 
[UbaX—mehe-hi\abave t-Mun\colemer-bam-lAu'c-Aiscm €-a16-s ag oy- lel .acomdal-meyalenhat anti) ccskosaMeyy 
[Koy-Kohhakemudalom-saahentchuo}auhal-~cs).@aqlolel-mhmeK=stha-1e Mm Mal-w e(o)e)oyia eros @eall| 
res c-Kel.ahale met-haal-wr-balom.ablolo-maahorial ol-mesht(-samcomdal-miiicoromevolaqhaalenaniays 
Koy me atah ale Mm Comes d-r-coe-yo)4al-id ahbate mj o\-1e4l- lems has koe- lMelkols\-mcom-am=sqlar-baler-vo| 
version welll get until someone re-writes it, or pens a brand new 
adventure. 


Make sure you grab a copy if you've never played it before, or if you 
lat: Wiccpmci elle p clo mee) ohiar- bale mc-¥.¢-m- (ole). embamaahime)olhahioyaMenmicolomc-r-l Ai 
Vechahand a\om o}4- V4 Alo) ml ol-14u=s amen d-y ol qulerm Mom c-rorolaahaal-yalomanehalanatemeroyitaalr| 
copy of the C64 disk, DOS, or Apple II versions. If you want a version 
sVandaMecyosaat-molind-Grciardeny-rome)(-\el.ar-nalom\sauhcomeng-yo)qblerwmdal-samelomcey meals 
classic Apple Mac version. 
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Format: ZX Spectrum 

Isa blo) UR) a\—) gaa hae balate| 

Developer: Delta 4 / Fergus McNeill 
Release Date: 1987 


THE BIG SLEAZE 


Fergus McNeill posts his feet to desk duty, 
lughts his last lucky and recalls New York in the 
1930s, Spillade Investigations and the 
mysterious case of the Maltese Bullfinch. 


In 1987 Fergus McNeill was at the height of his adventuring powers, 
jakobhale moyaMdal-mcyborer-ss3001 Mic hi(-mey morosaahaal=y cort- 1 ahhecw-1b lol ale. lw alo) gare Moy s 
the Rings, The Boggit and The Colour of Magic. Hailed as a comic 

ef-s qnhekcMmohvasaat-NahimbaMmeat—mn alone liea\muanice) auhalom ic tmclilesahdarmc-beanljalcrom/isadal 
the release of run-of-the-mill detective yarn Murder Off Miami for 
(4 54 Fram Koa sl sroloy alm ololebaler-r0m or-\ol.emr-haloma-1abn aal-rom com aslo) d-mevolaqhcoyar-le) (= 
(ekoyaaX=ie hKomepqole hae lm \sndaur- Mahia ol-baolohtmeymdal-mol-1c-ougai(-maleaamaoln amy Mal-w ot lel 
Sleaze. 


si akolblosam Uhencol-saOsem\/hr-Saqhmnytc-ksqmqnen om Comdal-m-1e-havet-haemosmi\sat-lamat-(o| 
(oo) qaKom ef-s Ke) a-mnom at-lom hae sat(-1qMicolbm-Mc-kiC-moym \sahubalemcveyaatcieaubalem- Nic hts 
from the fantasy worlds of previous adventures? 


Rares go nC mc tomaqQoy cow. huac-Lei(-te Com ual-Mei-yaha-Meoytmi-icelaunave mello Mel-ii-reiahic- 
films like The Maltese Falcon and, of course, Steve Martin's awesome 
comedy Dead Men Don't Wear Plaid. 


1M ak-\ohamanq--\om-Mlolmeymel-1\-re1uhic-Balowsloy al el-yiesc-W We l-W a] (e mel (--F4-m ol bh umes ale) 
ie Totqah ttc hame (orm el-vahalemdal-Miel-t- mu mollombaahgatel-maahier-limnamdalomaciloairc hans 
| oXolo) ¢-e- hale maqkoytal-t-Mmn Come (-1qr-Mol-1ac-) ae i-\-] mxoy amd al-14ale- hale mcome(el abhomdal— 

Koy atmo} mdal-Mieahutate mm Malm \coyd ahalemuhd(-moymeat-Mer-laqt-mucche-Leinel lini ag 
Weapon Is Huge (a parody of Mickey Spillane's novel My Gun Is 

@ 1b iKel 9M olbiancoyaqbnat-Nc-l hia Ma \e- Tom ol-ya-1br-Lol-fe cool at-hale(-Muat-lmcomw Me(- ol lef 

Sy (V4 We ales gat-le(-m com Mat-m a} lems) (-1-j 0) B 


You were very experienced with producing adventures for the 
eros aahaqt=yqouk-lmaqt-h.¢-1ar- hand ahicw oloyhahemn'\Aidalmd alols\-mic-r-hemUnaleK-sanicolon amelie 
sVc-kowon dcr hubale mcxeyaat-id abate mi\ahdaly Me(-m@15 0 (m\-rocoy ale mar-Labhc-mohimdablcmoloyh alg 


Sit hauhale mi \coyd qoyaua Mal—woyle mej (<r. VAMC hmontax-ya-yqim Cond al-er-haal-w Mel 

ro ==) oy ole Moy c-ataloybRhi ame Q-t- Fa im \c-Kowm agKo) d=» qol-y a (-valer-lopm- Valo ml Mat-(om(-r-heal-ye 
qakeyc-w-lololehaw We\-m@l0 11 (Mm olbiar-Mel-1(-(eiuat(--j (oy gimmie Lean hiacme Coynate mice) 

rex =s ah q-Moy aM. Mor-Ki-me ql: hal at-lomcom ol-m-ro)hic-lemmae-hual-yandat-val- me lel) am m- lero) 
knew it would have to take place in a city, and cities aren't as suited 
to a linear narrative as quests - you can steer the player to visit places 
shaWe-Wey-Vauleelt- hme) cel-) am obi hM-Molnnalervlimcoma-\jualermudal-vhamqateniccyaat—iqi anni 
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Asad iW gow ot (ems) (-7-P4- a-1e\-} 0) U Loyale- b4-t- me) am iejence) 
loko) acoyaal md ak-wy A, Ges) ol-(oi1d ab baa Wm @xroyaahaakeleloya-mor-m- hale! 
PaWaahs10¢-\6 MO} Or. ley batsitct-lomeymaar-haher- liam cote 
SSahccyghakemudalomsyol-reinabbaamer-le-mhalcom Mel-m@zerl | meyal 
(SFeYod aq o}mnd aX-mold a= ag olt-Lecey a aatspumiUked \C-y iim osalbhsiccre 
the help of Gilsoft themselves for a quick 


exes @hi{s) 4310) am 
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they want to go backwards. 


Ie Vat-ro Molen aida. Me (-yal-yc-1@lol-r- ome al-M-jvoy atamd al-aq el-ler-Namcom-).¢-1cel a molent 
1d aX=m oy gh atouy o](-Mloler-lakoy alm. bale me(-ai¢-l(ojom- Maat] ome iaei-lnaat-Labhe-l mie) ar Moy ahtc-1C-) 
1  Comm bET-m au iMer- Wau Come (-1mr-laelb hale Micron dal-maat-} oo el-ver-aal-w-My-) @( Me) | 

fo poy b | ol=ro Ml (oler- Lu ley qt-pmecoy ah al-vel(-1o Ml oni mer-bay (olbhgal-y'A- MO) alow mat-Vomcy-1ad(-10 moval 
1d gh icw1u qb Koiqbh d-mup ial ol-(or-Vaql-B- Mm (olm-)-Ly(-) a Comaimdal-mat-hee-lahi-e-Valem o)bb4Al—1) 
around it. 


| D}Kommyolom at-hic-m oe) (=) aha} meym Od at-balell-yar-nalolwk-baabaal-iualelolo).¢mcomat-balemyisat-yal 
sagan ale Meme be i\(olbm Colo). a vomdales\-m co) ani \(oycelswmolahe-ti-m- bale mic-1 Koy andal= 
time? 


b(t I cy No Me 1 ¢-foauhtg-maleyt(-1hw- hale c-icodaX-vomdal-maltaatmughgoleledqvoybimdal- 
project. By nature, I've always been a bit of a mimic, so I found this is 
MPR vAb lm iehimcom qat-Wnahe-WhaMdal-B-]ojergo)eyar-ic-mcoyal-mem-jallmolomerqal-idqhbaley 
Thaahitchancoletchimm salam sgianate matey! (-lh-p 


Were there any storylines or areas that you explored but dropped? I 
wondered how the story evolved over time when you were writing? 
Perhaps “my weapon is huge” relates to a more sexualised story? 


I Co}} oy md alm DY-lhe- We me r-Vaqi=t-Wi'(-¢-Mekahtc-1 all ohm el-laeleh' mmyom- lo) me) mle lr. h 

it Wavro mi ahdam-Wle).(-mmoyayoyaat-idqunatemc-Haahlit.}adar-Lm@ecolel (eM ol-maql-lo(-mablame)m 
With The Big Sleaze, I wanted it to be a mash-up of different clichés 
si coyaqtnd at-meo(-3\-reqahig-Mer-vahq—wm ob hasm-lecvom i'r halt-lemcom-Valelaloyandal-mat-Vag-lehi— 
sada Wl (-vaql-y anemia coyaqmey al-moy-bauleielt-VarcicoyatmenamdqhiMer-\\-mm Mal-we-licny—) 
Falcon). 


|e CoyaW ae d-yaqt-yaqlel-yamencejojerbatem-nahiaagt-l(oyaricovaidibal-\-mmelbhmd atomic him ma cova < 
ihm aq key cw lololbhg <-l-joybatemok--Kmaen(ombbalulmdal-\'mana-halemdal-vamsaianalep 
rather than writing speculatively. As for the "huge weapon", that was 
LOE a Wer lemme aal-y)\mnant ic Lm haaholoyae-halmcom.d-(-j om el-leyel(-mt-leledabnale mom 
always tried to pack as many jokes in as I could, even if they were 
just an off-colour snigger. 


bol MoK=ss1le pal=vo mse) aaX-mey mw Malo ot (ome) (-7-)-4-8-m (oler- hale) alsw ey) morshale Ml oskem ey-Nel=s4 
1qqh-y Oho) MeN (a1 an Ko) da Osha) eau a k-Komtcole ml ol-1-sam com dal-meslatm@ol-ikela-Meamonlom-Nants 
jey-baakeiblt-bal (oler-hakeyal-i¢- haemo) bh a Ko) an‘cole ig 


1 Wo Mh aK=y'c-y al ol=1-1 go \\(-1)' am Co) d.omrom Molo) bledaiar--1-](-\e1aleyamoymact-Ner-w- Hale 
fo pb h{e (=) olole).<-m (daiwa ic Vm er-lol aihamdal-Mok-\ieMel-vioyd-mdal-Mnait-yeql-iem-Vac-) art) 
Ehavomq-r-liyimeat-rom comm (-\-VaqMmdal-meriqiam Mdavigl qdat-lmenc-\-Luhic-Blo(-r-Kmareyy's 






























qaloya-M-- Cyl im Colo mob ale (-vecie-Valemdal-Mol-Vol.concelbbalom\—iauhale mm Mat- ime haledal-va 
Jat: loyhimd ate ham iat(cmer- la al-loMonic-) aa Comaahimy'sghanale mer-Vq-1-) om-balem manateméat-imeloyhate! 
[Color hu lola q-t:\-t- heel aorta el-e- Meng lure] bl qer-oy mb at:yoyhe- luke al 


a ak- hel o}- lol .copcojubatem aaleniacqrole(—maat-r-banand at-Las\y Koa (-sil moxolblcom-lolom-mcjolelunaat— 
Kolb lol amoymahenqalolebancomeatcmi chars) eyiit-lol-mar-aialer-lcslom-bcolebalom-mesla’mal=m\r-bs 
supposed to be familiar with. He would often take “short-cuts" that 

Xe Lotto ml akelonacmcom- Msi ale) au lolonaal-aiau M al-ts\-m- leiakopalsmi\(olb lo mehaac-msvo}aal-royal= 

A Vand ar- oy olole ne-yo) auler- 1M .adaleniiil-roker-moyms\ (-\1\ an Co) d. aes e-VAtm 


sMoyahimssalole(-mitsat-saucoaialoa)\anale mdal-mer-haacmhamoyhaleit-be al Ol\-sanci-1-3 9 q\-16 MiKo) 
1qabhstwd alow [o).<omoroy aah ol(=1(=1h\ aume DI-1he- MMM \ (onan Ko) dae ol-1s am eceyhaesKe(-m cole) 

ol oyT=1 hima Vahd aime alow d-t- 1m cos ate MAA savor \olel(cmer-1mcom@ie\-(-al;yar-lolelbia-maahi(-mce 
the east of New York, via Jersey City, some 15 miles to the south- 
west?" Who indeed, but only Sam Spillade? 


I've always believed that it was worth dropping in little things like 
that, even if they weren't immediately obvious. Someone will pick up 
roy a ind at-yqalr- harvey aqtem oreynan 


IKoys] moymnt colon ae r-baal=tom opal abicmunaql-mat- (om ol-rerosqal-maaholienaye)-bam-lohtc-qhabnaste 
Ia coyaam- Wu's aucssar- bake meK-sylepal-yacmoloyhalmeosmral-\\maroy\mobhealeiblimeoblemeantmagt-l.q— 
dab hale (Mem -tj ol-reat- lini mbaur- MeviGranl ahd al. met-bam-\micolomablesaltcesalc-rommdat-nmereleice| 
ole haat=yaey-\ol.a- bale mcoyadalty 


Due to the way The Big Sleaze was structured, with groups of 
[Color hu (oy ak-mexoy al al-reit-1o ml oyimer-l ay (olbheal-\'c mu Lann'r Lamm Colomaalelel a mova | 

joy co) eo) (=vaqMmsy- \iabatem-vaXeMCoy-onhavemuat-molt-aic-) @-moycolenc-ccmaal-)-Valmd atlas mecolelie| 
qak-Whahe-WnaMda-Moco) at-Jh-10-) aleytmoymudquhatet-mmdalelblefaMmimenlemaqt-r-Valmuar. le 
jolEWahauualem qt-\omcomol-Mer.1q-yabl@omtcolbmerobl(ohama-yhqahelhiar-Lolom-hameley(-reim(-vale| 
all the associated text messages and use cases) towards the end, 

s/Vaid aQolenmeroyat-ylo(-yanale maton ia Moltchigcyqmaahlolaimuagia-laleMmely-mdat-lm@e)e)(-eim hi 
they returned to an earlier section of the game. But this was a small 
IAS] O I= mete} aqh ey. a-e mvow-1lMual-M-» qu ¢- Mio) ¢-le(-B-je)-(er-m mal-lo mies md al-eicola'amaidal 
1qquolianol(-mol-had-w-Nalem«-> am@ecoyqayela-t ty (olae 


|p coy ante. elt: hi,=) am oles hauovmaralc\)\emr- Ms aaleluenadoy-lo mm \\r-lo- maaleyalelcoyalolercmni 

oy aaKsn/iVd at-Nm=y.q ol =vel(a10 M-b4 ol-3 ak-sqKe-moymole-Aiabale mer-baa\-tsMey asta oyhunaat-(orabhal-cp 
ai aX-1b le) (=ro1 ap qat- Lacs) au al-Vomc1e-bac-iemcoment(-1a0-1.¢-mdql-mer-}ey-loylenak-sw- bale 
capacities of 48K machines. Did you ever consider 128K versions 
only? 


cob Kom Conig-m vom at-\c-mel-\yhepal-lom-Mer-haal-mdat-laanc-Kyama@eroyaliac-Hhal-lomeyimdal— 


mo 











[Above] Fergus was at the height of his 
adventuring powers with The Big 
Sleaze, including his prowess [as seen 
in this glorious likeness of the Statue 
of Liberty - ahem] with The Quill and 
its graphics add-on The Illustrator. 
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ct aqk- LiKe aal=y gatos gta qat-\ol qu bal-t-pm oll ania mo} col-)qcoma--lelamdal-mitale(-t-1a- Hb lolly aler- 
iE chm nagl oloyac-haig@com-jbiejeroramdal-maqvos-imoleyeiblt-namelt-Laieyaaqtmm i Aal-iqls mdabnal.< 
how little space we had to play with, it's hard to believe, but I think 
dak-1m-ma gb (-moym-llmer-Vaal-Me(-yalq- pm qlol ay le im-loat(-1qlabla-im 


i evo =} (ome) (-1- VA -Mmol eh aqt- ha lomsver-s alts cole).ai eo) (-ler-mnam-nalom-Ncelenaleom@x-sauecel| 

IR balak-Lac-habw,Waccy a ole Avante m-Waqkole(-1m-\-scojelt-bal-m-balemanavecnate mM al-miUP-luccnt— 
Bullfinch in the most unlikely of places, Spillade takes the elevator to 
1d atom Ko) oMoymnd alm =4 aq) vb a-ms)e-Neom sionlcebbakem- bale mat- lm com c-\eubk\-mdal-mor-baal-magoyaal 
1d aK=melue hited al=s-moy mm @halem.Coyale mm hunt \r- tom ol-s 4 at-holcmeal-mosalatmeley-moymud-lol-qak- ba. 
McNeill surrealism that was in the game. 


LO paul <-Mda-mer-Waal-mdat- | mer. laql-M ol-1koy cm hamw Melo ot (ems) (-)-)4- air Loe eye cele hime) i 
EW davoltMel-yaha-mc-\ual-yaudat-hame)meyal-Mey-laulebltVariolaimemn Ce alle crals 

shat=yig ol-val-yqlercrom-Naleme}coloy-le]\imeltonamm- lejos c-vout-1C-male)i'mcom-Jat-lol-mat-lae-lanic- 
rN gomemateyor-vabliatal im aqm-Muhadc-mol-jac-) ar nme (-laAtccvahalem-r-hatcyatatalem—iqlelnalermalen im 


hur-esvometeyahe-whal=1o Mr Misia => e-haaheltq Me) mmnalie-haum@elcr-leaMem .@lluhalemeyamudal= 
ole Wig=s an VaneaXolehaenmtahalem abhaaW-Kentcchaletcmi\chaabeale tment habalemeal-mo}ealel= 
(c Koro) mo) ol-3ale ko) and aX=m (oler- lm alelelolubnaqhsmcom elole)eyiauc-y om r-lme)al-moy.c-baahel(ce 


| bE Y-To voc lod al-Nmr-Vam Colo Moyac-1qme-halemaahtme)(e(-\aaiaty-1 ay-lbmnicebl (el 
feryarcHhal hme pa cmd alm oltNccvaecrolaatmichaabialemidal-vaMmdal-vcomiehwel-balet-v4 
ahead. It's only fair, after all. I suppose the invention of RAMSAVE 
Nave MOO) ts Meroy qahaat-valelmeltom qat-l.c-m-1blolo(-yqmel--idqhmaqke)¢-Mel-\-Fe-le](-my wale! 
hopefully, if I killed players unfairly, I at least did it in an entertaining 
way! 


od NCSU gat haehanasa\sidaM Mer-m@ucrllmontom)abhaXomi\ahdaldalce-saat-haualss-pe- have 
lk hahgt mo) o}a=ss\-sale- haley M atom co) om at-limolmdal-mc\or 4-1-9 amcJaleni\(c1em- Mcp aat- lle 
jaukesale[br-lena'meoyleiqbba-wm-lCoyalerylol-w- Wm al-t-Lasd-salenhuleyamoym- ad Mel-\eker-m- bale! 
(ojo hata Koy \mbaaholoyar-bauany\s-\om- mol (<r-hamhahisy ar-loice- bate Merelele mel at-h¢-\eats) arco" 
Wale mceyaharciard (44 


Iie aqme it-\omtcolbm-F-}.<-lomdat- Lamha mccyaar-lonic-valabia-Mandal-ye-w-lbaalosiandal-mntdate) (-) 
user experience is words on a screen, the typeface is very important. 
1 al-y'(<y al bl cro md a\-meol-ye-Lbligesyol-reie abba mcoyal mb bal (-\\ KM nir mon coyelosauleyat- liars 
cj oy. Verto Mm bl .¢- ha WW el- Wn lo)o)oliam- havo mda\-M@lo-m-ValeW@.Waqhja¢-om\(-1¢-M eleld alee | 
little ugly in places. 


ai alma} [Om hor comeoyco)el-lolhtmat-\omdal-maqkes-1moll-1-Kyhalemntgel-vr-ler-mm elena mda hial.ar-| 
fob Ej Voy qa ed at-¥ ¢-e1(=) arct-1 Mer- ae: Lele Myo) aal-m-1uaqkoy-jo) al-yq-mcom- Me r-N4ql-mw UM ey ale mF 
it was readable, of course! 


Salome r-haq\-cmepe-} oe) abletsmy\(-s4-m-lts\o Meo) m-Me lolol m-je-Naler-Naom Mm dalial megrlace| 
very generous way of describing them - Fergus] though in downtown 
IR Wal ak-Lae- 8 ar- im ol-Vol.¢=1 mo) ms OY ala ah mcaV(-{-1ece- he) ol=1-8 4-10 -kome) al-moymd ale) 
skyline's skyscrapers. 


At the time there was a TV advert for Chewits, featuring a stop- 
qqkolakey ala qkoyqt1X-y mer. li (-co Mm Mal-m hen ated a\-y qm hamdat-e-loht(-vagmal-w-ht-mdal- msi} 

IE Vak-Lmd atom (<r Wan hae Mon \c-1qley Ml ag kcy-ar- Valo md (=m sy qqueyha-Ms1e-1C-MelbilCobiale mm wong 
Jou qal=w c-y-kcye) a Mmeat-imealolacoyau1ablel.aiiandalaqt-m- haem! Magt-\o(-meyal-moymual- 
skyscrapers into a giant packet of Chewits. It seemed like a good idea 
at the time. 


JESid at-her-baqkoyave f:jqre)al-moymda\-md abate tcmicolom aat- Maar hiccmosat-baler-1om (ole).anatey 
back? 


EMAC WMC Vahtare mom haelible(-Maqke) q-Wey-lel.ar-laleRuiejadamett-l(olenb(-Bhamdal- 

for hqal-mmcomd at-laecy-haamecolelfo mat Aic-M ago c-Miaht-c-\jubaleMecoyahi(-vacr-Laleyatmyaiial 
other characters, but talking to NPCs was always tricky with the 
limitations of the text parser we had. As I recall, Gilsoft provided us 
said ale: Wy ol-vorr-liatc-) ey loya Moy am Mal-M@ LUNI Mid giiela@-likeyi(-toM- mal iceycomialeleie 
¢-hdaX-) qu dat-baMdal-Mcje-alet-Nacic-idepnalovenapmolviaum-lh)e- hic c-] iad at-lmidahicw- hay: Me) 
idal-Mer-haal-meveyol (om at-hi(-Mel-\-samcvom qaublelaM@el-1a(-) nm hm eT R ea haccyamelibaley 
PAWS. 


AVVbak-hemole-batsmohtoinicolbm at-ki(-m Koya \\ i. @tweom-loy aql-movmd al-M-r-Baaia oyaoaraloa ace lire 
mention the new use of NPCs? How would they have affected the 
JO}UVAL=toe- bale mcico) at@an\\E- Fw her-menaghar-huleyameymaa\=3qqko) atmo) im cole) (maar-Lantcole| 
lat-Komcomearccmi and altg 


RUA CNM hahtclo Ml I Ormond cl-w-le](-mcomaalon'c-meancoleedamdat-mer-naal-eaneydle 
EValomhaic-1¢-loimn ‘aida hem olpimdal-yc-mi'c-tmovalhiacromaqiecelaMmual-lm'celymecoyellemele 
sandal WeComOreel Mm alt-ycctjubate (hi mm ian’ c-ty am mom aqlelelal-leloyenmeat-e-hie-Hle-lel(— 
qatcyqatovara(-lidqtelblesamuat-LmicKom-lNchicmale sald Memd al-M evan qvoudoy-LMR1l-tom oi q-) 
the lack of PROCESS tables (which Gilsoft addressed in PAWS), 

fexoy bho) (=Yo Mi Vahdatdal-mal-i-rom corm Mlolmaqteya-mic-Vat-lo](- mice ¢-l-johag-\ol me) mudqinale tm 


AVMakchar-bacm)Colenamaakolsiqpr-hicolonghtom-l(-saalyahecmcomdalomer-naqtorg 


I really, really enjoyed writing in a Chandler-esque style. After years 
roy maaK-robl=aic-l@r.hahe-tyimey-iauh ale tm(-llel-yianr-Wale-Fyiaaniaid al. Morey aqt-votloma’ stig mdal-) 
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PRESS BUTTON 1G? 

Pushed the button. _ : 
ine ec door. Slid shut with a little 

whoo 
Sucddenlu. the Tloor ushed hard 
UP against mu feet. yu stomach 
began a valiant attempt to visit 
ay knees and I felt Iike I 
weighed a ton. 


We rocketted up to 12. 


With a shudder, that almost 

lifted me off the floor, the 

elevator decided to stop. : 

My stomach sought repatriation 

inside my chest and ne Tray muy 

WEAPON Was going to come Ff 

st and hit me on the chin ut. 
ways kept it well holsrebed 

if you know what I mean! j. 

The elevator door slid open. 





7 was on the observation platfor 
on floor 162 of the Empire 
State Buildin An elevator 
Stood nearby with a button in 
the wall beside it) and stairs 
led down. 
Below, the littering cityscape 
of central anhattan stretched 
awau in all directions. 


LT also noticed- 
King Kong 


Kona turned and roared at nme. 

| e came nearer, I noticed the 
dane (you renenmber, the one 
who'd had her father snatched) . 
Struggling in one of the beasts 
passive Paws. She was crying for 
elp. 


“Help, helpl”™ she cried. 


In the other rae: was an older 
gua Presumably the dame’s 
ather 


Kong was almost on top of mel 


PUT BATTERY INTO HODEL 

Put the battery into the model 
airplane. 
It Started instantly and, 
sounding like a vegetarian wi th 
a Severely radical problema, flew 
wretchedly away. 


Kong stopped short. 


uh?” he said, creer nouely 
“Harel ane? Not like! Wastyu RUM 


The big ape dropped the dane and 
the professor and went charging 
aWwau... 


»-until he ran out of roof! 


We crowded to the edge and 
==> over. 

na a free-falling down, 
furs li oe the ripcord he 
didn€™ t ay 
Passing floor ES ee a 
leaned out of a window an wuaved 
to bin, But he didn’ ===) a 
notice, 


Just then we spotted th 
te be figure of the German 
BUH and his limpinog hench=-thing,. 
ing their way in from 34th 
Street. 


The German, casually, looked up. 


Te was a long way away, but I 
was sure I heard a brief “Hein 
Seedness!” before the resounding 


L quickly grabbed the dame, who 
swooned adoringly into mu arms. 


Oh Bert!” she mene: 
“Commi” T correcte 
“Dh "San, you're so... butchli ~ 


Unless I missed mee guest. I 
agreed with her. ut kissed 
her anyway, just to mates surel 


Another case wrap up, another 


dame to BbDreak muy PRearts another 
utterly cliched ending. 


THE END [(honest! ) 


[Left] Not content with parodying a 
single genre, Fergus McNeill’s The Big 
Sleaze poked fun at many other 
celluloid titles from the 1930s 
ilo) har icotere Mer-te-llole tees 


cece a a 
eo saa. 


(ol ak- Walex-mcomolomeyqal-idquhalemonbac-yc-¥qlQnnic- kml <-w-Melq-- Lda moymaacclae-The 
lek Mig=mtco)b mol=i-yall oy-Yol.ar- hale molt-Aic-io mag 


I Comma’! A avy al-aic-1 a Colo) @- hum qahime)(omer-Vaql-s- mmm IAN'e hig K-t-1e-hamonvariialclnagunale| 
(o(Syhe-MCom-je-hag—vonhubatemaahbaterw-nalemqat-V abate melat-vale(-tmmr-HaleMGlk-Bcm ir him cole) 
J aVoyam come (-1mnalvomdat-ia 


It also had the usual responses to swear words, and to entries such as 
FERGUS and the like — including a KISS VELMA and others. Were 
idalcrtom-Nayie- Wiacmcyopaalcidabhale madat-hunicolem-(olol-\om-landal-m-)alomoym-Mmer-haq\=rg 


I usually added those little Easter eggs when I was bored or lacking 
Ko K=y-kom coy and aXomqqt-Whamer-haqt-mm Ma-aiaant(-1¢-- Meli@oymab lame) maat-mmdatelblelaMmentel 
lave Wi-Mey a\-Men ghey qubbat-WCoM Et OK-Mantahda Waco) oyi¢ MO ms) e\-/¢ (ole om mdavhal.@ Mi \sal-yq-ml 
Ve bmcollomdat- Lad atom elehig-vanagoyqaMafololima-l-lihmeonlohame@-hejeicen(-meymes-lo| 

[Ebates bt-To(-ma'!hidalopbumdahial.ehalemumdahcolb le sau mc-yolt-(ev-remdal-M-pabian ale ml =t- 130-14 
eggs with a rather drastic system reset for anyone typing anything 
able (-Whahvomdal-mer-laqt-me-ac-vqmaahiComéahhalet Mtl «omy .U.@ Me) al aj.d-720, Qa AH PD aM Mabe 
s('oyelCohaMalat-Aic-mel-\-yalcromaqielelameym@-Moycolel(-yaqmnmdal-yq-mal-lohamalel-1-1alr-! 
sabato Co\(\mhamdal-mer-baql-m-lalemitdat-yameolthic-ve-ma'gel-lo Mo}. d-7.0 Gn) AH IDO)", Bam 
well, The Quill's parser truncated all words to their first 4 letters, so 
there were a few accidental resets. Still, I learned a valuable lesson 
Flefoyehmdal-Mhaaholoyar-Vale-Moymc-1ehqle momma cates mmol hc-valahalnatet-w-Valom-10l 
that... 


AM abcoloredatolonmdal-mer-haql-meatcsqomiu'i-)comcielold(cm abiecmedat- hers) oplit-lolom-bakem'd-leaat-! 
lat-\ol- Md abhale mikey a -1-\olamoldal-sarg 


ite gque-W coyqat-vqiatom-imql-r-hagm-om Me(omul <-@-Mulud(-Melal-vaahtiuatm@el-iaii(-v-raMagnts 
characters. But ultimately, I think that classic private detectives need 
Con ol-e- Meoyia (oy al-lh'ammm- hale Ml Coh'(-Mor-LaMol-e-WMolbiaaheyimaes-lomdal-iamaghiejtcy slolens 
dames keep making offers you can't refuse. 


On The Big Sleaze’s release the critics loved it. Keith Campbell in 
Computer & Video Games said “I rate it as Fergus’ best to date”, while 
Derek Brewster [awarding the game a coverted Crash Smash] said 
“Fergus McNeill has excelled himself with this one". Tony Bridge was 
1dalomoyal\iacsauicelambaldalomer-Nalefic-sasmqalo)ome-bale mr-Nit-romComc(-(-mdal-mabeanahvacsle(= 
of Sleaze, awarding ita paltry 6 out of 10. He reflected on Fergus as “a 
1) c10 Gime assy AA K=y aheed at-hem-Nalemer-yey-lel(-meoymepgar-LandabhavertsmmaQoyicon'c-) ahd abi] Bisset 
one of them." 


OM at-val.cuolavahan'\c-low-balold alt=) aloske mje lover-ss-ym- have Mopalcmdat-Nun\coyalaqkes ac 
EMIVeNaokmdat-Ham-bahimold al) mer-baa\-m ko) al a=) ce sbhm-halemDI-lic- We 


It was certainly well-received, which was actually quite a relief. 
Sy =Tos c-1 thi a Mo Ml of -t-3 aia c-va'mal-) atcolbi-w-lolejbimeloyialemroyaqt-idahiatemvomelna-ya-yal@ 
foybiandat-Wal @ablintmdatomacataCen\(cyecm alcove me 


Several reviewers also said it was one of your easier games (I 
completed it so it must have been). Was this on purpose — or more 
1datomer-haaloMcmclf-Bal@ncon)ic-haelsmal-bacLOAt(-Moni(-) a OUP AAL=104 


1S} b ho) okoycy-md al -ya-Bi'e- Kom aaloy¢-Moy me. Mcolewei-MeyaMdal-mat-Vac-Lehic-mmolpha- liom mic 
1d argh ale mvon ol-maqtoyc-mi- bia comdal-M oth) eMohimaat-liahatemdal-molbb Alm (ct 
*ahem* obscure. 


si aX-mer-baaX=mi\c- bom lov acsiomcomdal-waUaah1uc-Vom- bale m @vopaahaatoleloya-moy-mi sah lolaleloldal 
had versions of The Quill available to Delta 4. Interestingly with The 
Jo} Comey (=r-VA-wand Kom Cara montonamanaqt-1e lore lColoni hime: balcsi-) ad aX-ms) elles au haameroler= 
Wake mek-he-lel-ts\-m- Lon gesss-m come al-mold alt=) anié-) ayo) alm ohm ar-nalomm Ramdanicmhalie- baler 
dal=avacoleces alendal-m=>.4ol-7aens\-mey am hag @yilel-) qece- 1a Gy i Kosaqmd a\-mond-r- lee) awe) 
The Quill who helped in the transfer. 


eM Cinigoyhalem- Me aahblictyey-lam@ienlim@er-taal-mnahvom-Monbai-yc-yaimeaat-lelabiaQomuyt 
317) al (tote al foptcclol (md at-haM'cole me migat-Vephal-mmbtal(-rimicolemiagt-lemhal-meloynale mie 
1bhagojbialel-vom ohimvelalore)folabi(oha-yam-llmoltniatalemaal-ma-leco)cel-1a-lmntole mm Mat-nal.c 
goodness for Gilsoft! 


si alomer-baal-mcolenatomal-aiiar-leceni-sqler-sM\and aur. Mmoleeke(-sana-](--ki-m ohim@aUitay ear: NOatc— 
NYo}aa\¢-ba-yar- baQemniat- WM C-HU-yan qty olblolercJanhaletsmi\andalyA-jale)oyman\davom-1bidaleya-\o ire! 
disk-based version) and GI Games. 


WW tow 3 (oe ms) (=F BJ -\-1 04-10 i Com-j4 al .<-e- med aXe) comm’ aid aly ol-vo)o)(-miidalome ml ol-(-y ql (11) 
shaahoya-s--y-\o Ml oytmd a\—W Keo)! .a(-y alm o-heolon (1mm olbiunhar-lhyom-Vo)e)-r-I(-romcomdal-) 
existing Delta 4 audience, so that was the best possible outcome for 
sqatoww Wein bt: lini ame (-aunalem-Wmaqveyal-Mo(-t-lmoy mm ahalabhalemdal-mlolar-iatmiolellomat-hi— 
been the best possible outcome, but this was still pretty good. 


Are you surprised there's still a great deal of love for the game? 


I'm absolutely amazed at the interest in my old games, though I'm 
Eto (cyatmeit-lomcom .aaley md at-imel-vo)ol(-m-val(onic-romdal-yaqm-lalema-yaqk-vqalel-yg 

id at-yqam coy ate lhiam Mole) ahalemey-\ol.a-lundal-vaqmalen' am m-leceyahiy-e-lelolpamateyys 
qaac1u a Kei t=re Md at oy (-yq-Monimd aX-e-hie-Whe-le)](-Mat-naeh)cHa-me-Valo Maley \maqielelamagvey am 
a('a tJ al Meveyb ilo Mak-yi(-moleoyal-mi'ahdaMdal-yqamm Kom olvhamdal-\ainamevoyait-> quan idal-yaMll 

A (Yaa htcw- me atoyic-] Mm ham Aig ey Ker-llhian LOOM O]010B (oy cel-mloyate mm melojblejmuat-imlmer-baal-) 

rod (oS-m Commi at hemcolt- lm ahdam-llmdql-mDY-lhe-M-mer-haql--meveygaleynat—em 


Will Spillade ever officially return to the mean streets of New York? 


I definitely want to return to interactive fiction at some point. And 
aNd qviComdal-sq-mic =) com lod ol t-valwioyar- Wat (e ms) (-)-F4-B\-\o|b(-] Muha \coeliom el-mabiamce) 
s/VaahtowcYoyaatqidaunalem ahbnaqvey colbi-w-\er-hhaMmey-Vauleiblt-Vah(mimnmhantolAt-vo! 

fod ake Keit=) eM nlComsy onl F-Vol—w-walo Ma’ -lhqat- Mm mip he) elery-mdal-maat-Hiamevoyatjle(-¢-la loyal 
TEM NdaXeid al-y ahem CoyelcoM ol-meroyaqhaqt-ycert-lih'miat- le) (-wamm me se(-c MMI chtel aie- baler 
see how much interest there is in a rumoured Big Sleaze homage ... 
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THE SPECTRUM OF 
ADVENTURE 


They say never judge a book by it's cover, and for The Spectrum 
of Adventure by Thomas A. Christie there's never a truer adage 


Let's get the cover out of the way shall we? If you saw this book ona 
shelf you wouldn't think it was a Spectrum book, then again I'm not 
sure you'd think it was a book about adventure games either. It has a 
very 90s photo-collage feel to it, more suitable to a pulp love story 
from the time, about a man, a girl and their adventures on the 
information super-highway. But fear not, EXAMINE COVER 
CAREFULLY and beyond the cave and the PC monitor showing a 
Spectrum 128K menu, there's a few pieces of gold, the obligatory 
lamp, and treasure chest stamped with the magic word XYZZY. OPEN 
CHEST and, at last, the corner of a very small Spectrum! It's an 
opening puzzle worthy of any adventure game! 


But, let's put that to one side and look at what counts, what's inside 
the book! According to the blurb The Spectrum of Adventure 
chronicles the evolution of the text adventure on the ZX Spectrum, 
exploring the work of landmark software houses such as Melbourne 
House Software, Level 9 Computing, Delta 4 Software, the CRL 
Group, Magnetic Scrolls, and many others besides. And it does a 
terrific job of it. To say the book is comprehensive is an 
understatement. Christie covers 100 games from Adventure I to Fish!, 
including the majority of mainstream games, and some indie gems 
from Zenobi, Tartan and 8th Day - as long as they were commercial 
titles. No homebrew stuff here. 


The book runs to 601 pages, starting at the Spectrum's launch in 
1982, through until the end of the decade. That means Christie 
dedicates between 5-7 pages to each of the games, with plenty of 
background information, discussion of gameplay and an evaluation 
on the impact the game had on the industry at the time. 


The reviews are very workmanlike, functional and reflect the 
author's professional literacy heritage, rather than an avid text 
adventure fan pouring their passion onto the page. Because of that, 
some may find it a little soulless, but here and there smatterings of 
humour do poke through and on the odd occasion we do get a sense 
of personality and biased opinion. 


There's a useful section of further reading at the back, and two 
indexes - one alphabetic and the other in chronological order which 
is usually something that’s missing from other books. The book 
follows the chronological order, which makes sense - you geta 
feeling of how both the industry and the genre in terms of 
storytelling and technology evolve. 


Allin all, it’s a vital and enjoyable resource. Alongside the familiar 


you're bound to find titles you've never played, and Christie's words 
will make you want to hunt them down. Highly recommended. 


Se) 


THOMAS A. CHRISTIE 


Thomas A. Christie grew up through the pop culture of the 80s, on a diet of music, 
TV shows and ZX Spectrum text adventures. Writing a book on the genre was a 
logical step, having misspent his youth writing hints and tips for adventures and 
sending them into the magazines of the time. 


The book is very unbiased, you don't show your specific love or 
dislike of specific titles - were you required to sit on the fence at all 
times? 


First of all, you're right that I do generally tend towards quite rigid 
neutrality in the book, as I was always conscious of the fact that the 
games I had personally liked and admired may well be right at the 
bottom of somebody else's list! That being said, I've always been 
really enthusiastic about the text adventure in general, so there 
always seemed to be something of interest to discuss about every 
game I! was looking at - whether it was an unusual central concept, 
ora really offbeat approach. That's what I always loved about the 
Spectrum - no matter how restrictive the limitations of the hardware 
may seem today, there were so many incredibly inventive games out 
there that always seemed to stretch the technology to its limit. 


Why did you choose text adventures as the book genre? 


If there's one word that has always typified the Sinclair Spectrum for 
me, it's ambition. Even today, I find it incredible to think about what 
programmers were able to cram into 48Kb of RAM back then. But it 
was also a system that has rightly become known for its 
inventiveness, and text adventure games - it seemed to me - were 
capable of doing the near-impossible, which was to create complex 
virtual worlds on 1980s hardware that, at their best, seemed 
completely believable and absorbing. Because they were reliant on 





",. there were so many incredibly inventive 
games out there [for the ZX Spectrum] that 
always seemed to stretch the technology to its 
lumit.” 





prose rather than graphics, they had an advantage in that they could 
paint a picture of the most outlandish environments in surprisingly 
effective ways which seemed to transcend the restrictions of the 
home computer technology of the time. 


Because interactive storytelling has always been an interest of mine, 
and as I had always fondly remembered the 8-bit scene of the 
eighties for its creativity and ingenuity, I felt that writing a book 
would be a good way of exploring what it was about the Spectrum's 
thriving text adventure output that had made it so popular with 
gamers, while simultaneously paying tribute to the pioneering 
innovators of the time. 


You limited the number of adventures to 100, which games did you 
choose to leave out? 


This was easily the biggest challenge behind writing the book: 
deciding which games to include, and which to leave out. There 
were well in excess of 2000 text adventure games written for the 
Spectrum back in its heyday, so I think it's fair to say that there was a 
danger I could probably have just kept going and going. But when I 
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was putting the book together, I soon found that it wasn't so mucha 
case of pinpointing which games were the most significant, but 
rather trying to find which titles were especially indicative of the 
particular trends that were emerging at the time. Some of these 
games weren't considered stone cold classics by any means - in fact, 
some were downright obscure - but they were still noteworthy for 
one reason or another. 


The idea to have 100 games in total came quite early in the process, 
as did setting the chronological range of the book between 1982-89, 
but even then I was acutely conscious of the fact that somebody out 
there would probably be unhappy that their personal favourite didn't 
get a mention. I hope that I managed to cover most of the 
memorable titles that will strike a chord with Spectrum owners of the 
time, though. 


How long did the book take to put together? 


Because I had played so many text adventures back in the day, I 
suppose you could make a case for saying that the background 
research had been going on since the eighties! But in terms of the 
actual writing process, the book took just over a year to put together. 
This included time to play the games, take a look at contemporary 
magazine reviews, and consider how each title fitted into the broader 
framework of the games industry at the time. 


As one of the purposes of the book was to consider how the genre 
had developed over the years, I did my best to write the chapters 
more or less in chronological order, though even in the later stages I 
found that it became necessary to include certain additional games 
which, of course, meant that others had to be dropped from the line- 
up. So it was a process of careful compromise right up until the book 
was finished. 


Did you play every single title? 


Many of the games I had encountered back in the eighties and, while 
remembering them fondly, I hadn't played them in decades - 
meaning that a serious refresher course was in order! Others I had 
played on later platforms, such as the Magnetic Scrolls games which 
I had first seen on the Commodore Amiga in the early nineties, so it 
was a case of looking at the Spectrum versions and seeing how much 
variation there was and how the playing experience differed asa 
result. 


Sometimes I had heard of a game but hadn't actually played it, 
meaning that I was coming to it anew, whereas some titles were a 
complete mystery to me. However, in every case I did my best to 
approach each game with the same level of enthusiasm, and there 
was certainly no shortage of sub-genres on the Spectrum - fantasy, 
sci-fi, detective drama, historical mystery, parodies... it had them all 
in abundance. But it's fair to say that I spent longer with some games 
than with others; can you imagine how much subtlety and nuance 
you would miss if you were playing through a Delta 4 or St Bride's 
School game as a "speedrun", working from a solution and never 
deviating from it? I found it amazing how many of these titles had 
retained so much richness and atmosphere, even after So many years 
had passed. 











FSF 
ADVENTURES 


After becoming hooked on Sphinx 
Adventure, a text adventure game bundled 
with his Acorn Electron, Larry Horsfield 
mapped his way through the Vampire's 
Castle and into a world of Fantasy and 
Science-Fiction. 


Larry Horsfield first experienced computers whilst working for ASDA 
in Charlton in the mid 80s. In the times when supermarkets and 
other retailers had micros out on display Larry spent his tea breaks 
typing in simple programs from the user manuals and was hooked, 
finally buying his own Acorn Electron in 1986. 


Sphinx Adventure was a text adventure game that came bundled with 
the Electron. He spent many days getting used to typing in 
directions, wandering around in the forest, but ultimately getting 
nowhere. It wasn't until contacting other adventurers and reading 
Pendragons’ Adventure Pages in the Electron User magazine that he 
learnt the art of mapping and was finally able to find the troublesome 
Vampire's Castle, collect all the treasures and beat the game. In terms 
of adventuring, Sphinx was a very basic affair, especially for 
narrative, but Larry found it intoxicating. 


It was the first ever text adventure I had ever played. As the game 
involved thinking and not fast reflexes — and also that I didn't have 
to listen to anything (I am deaf) — I took to the genre straight away. 
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Though it lacked support in all other game forms, the Electron was a 
good home for many text adventures at the time. Acornsoft provided 
several superb games, mostly ports of Peter Kilworth's BBC titles, but 
other publishers such as AdventureSoft and Level 9 developed 
versions of their games for the machine. The standout title, as it was 
on so many other machines, was Trevor Hall’s Twin Kingdom Valley. 


I bought Twin Kingdom Valley and this allowed you to save your 
game position and also had pictures — which I turned off very 
quickly. They slowed up the gameplay so much. I felt that graphics in 
text adventure games were largely a waste of memory which would 
be better spent on the actual gameplay. 


Via the contacts page in Electron User, Larry connected with his first 
“computer friend”, a man called Harry Bastien who lived in Tilbury 
and was a fellow adventure buff. Larry had switched jobs, working as 
a messenger in a government department. 


I would have been extremely bored if it wasn't for the fact that I could 
spend the day working on my adventure maps and phoning Harry. 


They both talked about writing their own adventures. Larry was an 
avid reader of science fiction and fantasy novels and had plenty of 
ideas for storylines and puzzles. He came across and advert for the 
Electron version of The Quill, purchased a copy and set about writing 
his first adventure that was called Magnetic Moon. 


[The Quill] allowed people like myself, who have no computer 
programming training or skills whatsoever, to produce text 
adventure games very easily. I learnt the basics of using it, started 
programming and began making the story up as I went along. 


Magnetic Moon was a sci-fi story inspired by the novel Sargasso of 
Space by Andre Norton. Larry’s ambition was tempered by the lack of 
available memory on the Electron. After loading The Quill you'd be 
left with around 10K of usable memory. By the time he'd finished 
Magnetic Moon, the game was required to be split into three separate 
parts [multi-part games became something Larry would become 
notorious for]. He gave the game to Harry and a few other friends to 


play. 


[They] tore it to shreds. I quickly learnt the things the players did and 
didn't like in a text adventure. I completely re-wrote the game and 
this time they gave it the thumbs-up. 


To give himself something to do whilst out of work, Harry Bastien 
had setup “The Elk Adventure Club" — Elk being the pet-name 
owners gave to their Electron machines. It started as a monthly 
newsletter for adventure enthusiasts and every new member 
received a copy of Magnetic Moon. The new players seemed to enjoy 
the game, and Larry was inspired to create another three-part sequel 
called Starship Quest. It was another Andrew Norton novel-based 
game, and this time it was sold as a product via the Club, rather than 
being given away for free. The third Electron game from Larry was 
Axe of Kolt - a change in direction taking on a fantasy setting 
following the hero of the game, a mercenary swordsman called 
Alaric Blackmoon. 


Even in 1986 having bought the machine brand new, support for the 
Acorn Electron was fading rapidly. As time ticked into 1987 virtually 

no new software was released for the machine. Larry looked around 

for another home for his adventuring talents. 


The Elk Adventure Club folded through lack of interest and I realised 
that the Spectrum was by far the more popular machine. I decided to 
buy myself a 48k Spectrum and, as luck would have it, just after I got 
one, The Professional Adventure Writing System [PAWS], the 
successor to The Quill was released by Gilsoft. 


Using the additional memory available on the Spectrum, Larry 
revamped all three of his Electron games for the new market. The 
additional memory didn't change his approach to game design. 


I was able to get much more into the games on as I was on the Elk. 
Obviously with more memory to play around with I could expand 
the games quite a lot. The 128k Speccie enabled me to do 128k 
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versions of my games that were bigger and better than the 48k 
versions. One [design rule] I had was I saw no reason whatsoever for 
any “adult” content. 


Adventure Probe magazine took the place of The Elk Adventure Club 
and Larry was exposed to a new audience of adventure players eager 
for good quality home grown software. 


It was the start of Fantasy and Science Fiction Adventures, or FSF 
Adventures for short. Magnetic Moon was converted in 1988, and 
received a lukewarm response from Mike Gerrard in Your Sinclair 
magazine giving it a 6/10. The review seemed harsh going by 
Gerrard's own words, "The game had a few too many irritating 
responses for me. [...] There were several similar faults, but I have to 
say in spite of those I kept wanting to play the game as there was also 
a hell of a lot to enjoy about it. [...] I don't think anyone who buys it 
will be disappointed.” 


Regardless, it was a blow for Larry who had poured a lot of himself 
into his first game. 


I recall I bought the magazine at WH Smiths on Cannon Street 
station in the City of London, where I was working as a messenger at 
the time. I stood in the middle of the station concourse, with 
hundreds of office workers streaming off the trains around me and I 
avidly read the review - I couldn't believe what I was reading! I was 
devastated, but took heart from the number of my friends who also 
read the review and told me that the review was most unfair and was 
no reflection on the quality of the adventure. 


Starship Quest received two updated versions on the Spectrum. A 
standard 48K game, and an expanded 128K game with 20 more 
locations and extra gameplay and puzzles. Once again Larry was 
disappointed with the Your Sinclair review, even though the game 
received a slightly better 7/10 mark. Gerrard seemed to be overly 
critical of games, especially homegrown titles. 


I realised that Mike Gerrard didn't like Sci-Fi based games. If you 
compare his reviews of Magnetic Moon and Starship Quest to the one 
for The Axe of Kolt, it was quite clear that he hadn't played the sci-fi 
games all the way through! When I was involved with the Elk 
adventure Club, any adventure that Harry Bastien reviewed was 
played from start to finish. Harry said then, and I have always agreed 
with this viewpoint, that you cannot write a fair review of any 
adventure if you only play a small part of it. 


Axe was sent for review in 1990, and Larry's suspicions about Mike's 
loathing of Sci-Fi seemed to be well founded. The fantasy-based 
game received the magazine's coveted Megagame of the month 
award and scored 9/10. Gerrard said that Larry had “worked harder 
each time to produce a polished product full of features” and had 
“fulfilled all the promise of [his] earlier titles.” It was even better in 
Crash where reviewer Paul Rigby said Axe was “a little gem — the best 
adventure game I've played this year" and gave it 93% 


These were halcyon days for Larry and FSF. Axe was followed by 
sequel The Spectre of Castle Coris, and then another adventure, 
created for the first Adventure Probe convention featuring a female 
protagonist called Run, Bronwyn, Run! 


[I wrote] Run, Bronwyn, Run! after one of my female friends 
complained that the heroes of text adventures were always men! 
There were many women who played text adventures — and they 
made the best playtesters! I had a team of playtesters who were 
mostly women. If one playtester didn't like something about my 
game I might ignore them , but if two or more did then I would 
change it! 


The FSF customer list grew to over 200 regular patrons and for the 
first time Larry published games from third-parties, such as Bob 
Adams, Tony Collins and female author Kez Gray. 


Kez sent me her game written in longhand on quite a few sheets of 
A4 writing paper. I started programming the game and soon noticed 
that she hadn't thought things through and I had to re-write some of 
the gameplay so that the game would “work”. 
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[Above] Larry extended his Acorn 
Electron trilogy of adventures to the 
ZX Spectrum. 


CAST ADRIFT 


bmmiZole mc Valence eo) (himdal-menelor-iciemi(-4slelakwo)mr-Neaas 
games using the ADRIFT system, visit his profile 
jey-Ke (om als doe 


http://www.adrift.co/profile/2899 





STARSHIP 
3 Part QUEST 


Text Adventure 


* 


‘oe 


zal: 


a 





128k SPECTRUM 
FSF ADVENTURES 


128k SPECTRUM 
FSF ADVENTURES 





65 


HORSFIELD 
HOMAGES 
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They are tongue-in-cheek games based in 

1d alomak-baaulicoyall wk-Nitcmojlode)tlomalolbhy-mal-yamce) 

ii (<1q olole) sl ed=i-1 aie. lalolamhameal-m@riqimeyi 

| Ro} aXe Co) abe Gy at-h ¢-\eit=) acmd at-Lar- ho) elt-basbamdal-mer-haale 
are real people from the Hamilton Halls 

Me r- hale mem- me paoley okosmA0Moyariom-leat(-sandbhasy ems ale 
Yoel Com aak--1mehombamcr-Wlomelblom-a-) aimee d-\— 
jqqkoyaudatsy 





Krazy Kartoonist Kaper was the start of a wider collaboration between 
the duo, with Gray producing loading screen graphics for FSF’s 
subsequent adventures. The success of FSF began to take its toll. 
Larry was still in full-time employment but undertook every single 
duty of being a publisher himself. He was still programming new 
games while organising playtesting of submitted games, sending out 
mailshots, and producing the cassette copies of each game by 
duplicating cassettes and creating the associated paper parts. 


Each copied tape had to be test-loaded, and for this I used an old 
Spectrum +2 that was notorious for tape loading problems. If the 
game loaded ok on that, it would load on simply anything. 


One part of running FSF that Larry enjoyed was receiving feedback 
from his customers. This could be direct via letter, or in person at the 
various conventions that Larry attended. A more direct connection 
with his customers came when he included his home number on a 
coded help sheet that he included with each game. It's completely 
unthinkable in today’s world, but players would often pick up the 
phone and call asking for help. 


I used to enjoy giving help over the phone and most people phoned 
at a reasonable time. I do remember that some male players didn't 
like admitting that they were stuck and would get their wives or 
girlfriends to phone instead. A three-way conversation would then 
take place and very often I had to insist that the player come on the 
line as the woman didn't have a clue as to what we were talking 
about! 


Run, Bronwyn, Run was released in 1992 along with Revenge of the 
Space Pirates. By this time most people had moved to the Amiga or 
Atari ST and consoles were beginning to have a huge impact on 
game playing habits. The 8-bit text adventure market was all but 
dead. It was a pity that Larry had come into the industry late in the 
day in adventuring terms, as it seemed he had so much more to 
offer. 


Orders began to dry-up and Larry decided to call it a day, with the 
cessation of FSF’s bank account being the symbolic action of closing 
the book on that part of his life. But what was he to do with the many 
plot and story ideas for new games that he had? There was no The 
Quill or PAWS for the 16-bits, and he was hesitant to learn how to 
program on the new platforms. Instead he stayed with his faithful 
Spectrum and completed another game in the Alaric Blackmoon 
series, Die Fuerfaust or The Fist of Fire. It was sold via mail-order by 
Phil Reynolds’ publisher The Adventure Workshop, who alongside 
Zenobi and Adventure Probe were one of the last bastions of 8-bit 
text adventuring throughout the 90s and into the early 2000s. It was 
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L stand on a rood heading 
FORTHSSOUTH. To the north is a 
hall, upon which sits the 
ficomastery, castanag down an 
OMincus shadow on the hillside. 
To the south the road runs 
gqronaside a river, 


[Above] Anthony Collins’ The Hermitage was a game that came into 
the FSF fold containing dreaded location graphics. For the re-release 
they were replaced in typical Larry Horsfield-style with expanded 
tex: 
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Barbara Gibb, editor of Adventure Probe that gave Larry the 
inspiration for his final Spectrum adventure. 


I remarked jokingly that I was thinking of releasing The First of Fire 
as a one-part game. Barbara replied "What you, do a one-part game? 
Never!" As all my adventures had been multi-part games, I rose to the 
challenge and told Barbara that I would prove her wrong and write, 
from scratch, a one-part adventure. She told me “I'll believe it when it 
happens!", which made me even more determined. 


Larry did prove Barbara wrong and created a game called The Lost 
Children, cheating slightly by creating a game using his Spectrum +3 
and using all of the available 128K of memory for the text. Recently 
he has discovered ADRIFT, an application for writing complex 
interactive fiction games that has a version that will run on modern 
Windows platforms. 


The first game I programmed using that was Fortress of Fear. As I had 
unlimited memory available to me, I went a bit over-the-top and the 
resulting game was enormous! I then set about re-writing the rest of 
my games using ADRIFT, starting with The Axe of Kolt and in 
November 2016 I released the ADRIFT version of The Lost Children. I 
recently released Run, Bronwyn, Run!, and Magnetic Moon is 
currently being playtested. My current work-in-progress is Starship 
Quest. These games, originally in 3 or more parts, can obviously be 
written as one game using ADRIFT. 


Using the system Larry finished The Fortress of Fear, an incomplete 
Spectrum game that was written for the Adventure Probe 
Convention Megapoints Competition of 1996. And we also have 
ADRIFT to thank for Larry's continual engagement with the 
adventure scene, and his titles are being exposed to a new audience. 
It's a fantastic legacy. 


I was stunned to see copies of my old games on sale for about £50 on 
the web! Obviously some people still like them! I like to think that I 
played a part in the text adventure scene (and still do!) and that my 
games brought enjoyment to some people. 
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